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NOW A TOTAL MOUSE/ 
GRAPHICS PACKAGE 
FOR YOUR / 

COMMODORE 
64/1 28 AT 
A TRULY 
UNBEATABLE 
PRICE!! ^ 


COMMODORE 


MOUSE 

SYSTEM 


— This commodore Mouse is a high resolution two button mouse featuring 
optical counting, teflon guides, microswitches, rubber coated ball and high 
quality interface. 

■ When combined with OCP Advanced Art Studio this graphics package is quite 
simply the best system available. The features are unmatched... 

■ Create an image - shrink it, expand it, move it, rotate it, copy it, colour it, etc., etc, 

■ Spray patterns or shades, make elastic lines - stretch and manipulate shapes. 

■ Zoom in to add detail in fine mode. Pulldown/lcon driven menus for ease of use 
Mouse operation, plus joystick and keyboard control. 

■ 16 pens, 8 sprays, 16 brushes - so flexible anyone can create superb graphics easily. 

■ Full cut and paste facilities plus excellent printer support. 

TOTAL PACKAGE INCLUDES MOUSE/ MOUSE MAT/HOLDER AND OCP ADVANCED A STUDIO 

PLEASE STATE IF YOU REQUIRE TAPE OR DISK 


MOUSE MAT 
AND 

MOUSE HOLDER 

(WORTH £12.99) 
WITH EACH PACKAGE 


NOW YOU CAN PRINT OUT YOUR PICTURES IN FULL COLOUR! 

The Star LC200 Colour Printer not only prints in Near Letter Quality for your regular jobs bu* 
also prints out your pictures from Art Studio, Action Replay, etc., in generous colour! 

LC200 is a full Centronics printer so it works with other computers (Amiga, ST, etc.) 

Made possible by Datel's 
unique colour printer driver - 
now you can have a hardcopy 
in up to 16 colours!! 

No more to buy. 


PACKAGE INCLUDES STAR LC200 COLOUR PRINTER RRP £345.00 
CENTRONICS PRINTER LEAD RRP £12.99 
DATEL COLOUR PRINTER DRIVER SOFTWARE RRP £19.99 

NORMALLY £377.98 

COMPLETE PACKAGE NOW ONLY £259.00 


COLOUR PRINTER DRIVER AVAILABLE SEPARATELY ONLY £19.99 

If you already have an LC10 or LC200 Colour Printer we can supply the Driver separately 
Works with Serial Version of LC10, Parallel Port, Sprint 128, etc. 
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DATEL MIDI %i4 INT 
ADVANCED MUSI 

^99 AVAILABLE 

ON DISK ONL Y 


_ 3 additional 
cartridge slots 
provided. 

■ Wear and tear on the 
original connector 
reduced. 

J Switch provided for selecting between game 
cartridges rather than constant unplugging. 

■ Reset button built-in. 


The Advanced Music gg 

System may be the best 

MIDI/music package produced 

for the 64/128 offering a huge range of musical 

composition features & MIDI compatibility, with the 

Datel MIDI Interface you have the TOTAL MIDI SOLUTION! 


_ Quality Commodore 
•- compatible Data Recorder 

— Pause control. 

■ Three digit position counter. 

■ Counter reset. 

U Comes complete - no more to buy! 




HOW TO GET YOU Ft ORDER FAST! 


ALL OHEQUES/POSTAL ORDERS MADE PAYABLE TO 

DATEL ELECTRONICS 

GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON, 
STOKE-ON-TRENT, ST4 2RS, ENGLAND. FAX 0782 744292 
TECHNICAL/CUSTOMER SERVICE 0782 744324 



24 HOUR MAIL 
ORDER HOTLINE 

1783 74470 


ORDERS NORMALLY 
DISPATCHED WITHIN 48 Hrs. 


or CALL AT OUR LONDON SHOP 222, 


TOTTENHAM COURT RD, LONDON, Wt . TEL:Q71 580 5460 







POST 

FREE 


THE ACTION REPLA Y MK VI 
WILL LOAD A 200 BLOCK 
PROGRAM IN UNDER 6 SEC 


FOR CBM 64/1 28 


• TURBO LOADEF Load 202 block program in 
under 6 seconds - world’s fastest disk serial loader. 
On-board RAM and ROM achieves high loading 
speeds. Works with 1 541 /1 571 /Oceanic/1 581 . 

• INFINITE LIVES GENERATOR - Automatic infinite 
lives!! Very easy to use, works with many programs. 
No user knowledge required. 

• PROF MACHINE CODE MONITOR - Full 64K 
Freezer Monitor - examine ALL memory, including 
stack, I/O area and registers in their frozen state. 

Ideal for de-bugging or just for fun! 

• SPRITE CONTROL - Freeze the action and view the 
sprites - watch the animation - customise your games - 
kill sprite collisions. 

• FREEZER FACILITY Now you can make your old 
slow loading programs load faster. Simply freeze the 
action and save to tape or disk to reload at superfast 
speed - no more waiting for programs to load. 

• DISK COPY - Easy to use disk/file copier. Much 
faster than conventional methods. Ideal for backing 
up data disks. 


• TURBO This feature will add Turbo 
Reload to the programs that you save to tape - no 
user knowledge required. 

• FAST FORMAT - Format an entire disk in about 
10 seconds - no more messing about. 

• ITER DUMP - Print out your frozen screen to 
printer - MPS 801, 803, Epson, Star, etc. - very 
versatile. 

m CENTFTONICS INTERFACE - For parallel printers, 
Star, Epson, etc. Print out listings with graphic 
characters etc. (Cable required for parallel port 
£12.99). if * 

• SCREEN EDITOR Now you can edit the entire 
frozen screen with this text editor - change names on 
high scores, etc. Great fun!! 

• EXTENDED TOOLKIT - Many single stroke 
commands for Load, Save, Dir, etc. Plus range of 
extra commands, i.e. Auto Number, Old, Delete, 
Merge, Append, Linesave, etc. 







>HICS SUPPORT UTILITIES DISK 

>€ SHOW - View your favourite screens in a slide show type 

display 

V UP Unique utility allows you to take any part of a picture 
‘ & "blow it up" to full screen size 
TE EDITOR - A complete sprite editor helps you to create or 

edit sprites 

»SAGE MAKER - Any screen captured with Action Replay or 
ited with a graphics package can be turned into a scrolling 
screen message with music 

ONLY £9.99 


THE REVIEWERS SAID... 

"I'm stunned, amazed and totally impressed. This is easily the 
best value for money cartridge. THE CARTRIDGE KING r 

COMMODORE DISK USER 


WARNING 1988 COPYRIGHT ACT WARNING 

Datel Electronics Ltd., neither condones or authorises the use of it's products for the reproduction of 

copyright material. 

The backup facilities of this product are designed to reproduce only software such as Public Domain 
material, the users own programs or software where permission to make backups has been clearly 

given. 

It is illegal to make copies, even for your own use, of copyright material, without the clear 
permission of the copyright owner, or the licencee thereof. 


HOW TO GET YOUR ORDER FAST! 


ALL CHEQUES/POSTAL ORDERS MADE PAYABLE TO 

datel rntmemomcs 

GOVAN-ROAD, FENTON INDUSTRIAL ESTATE, FENTON, 
STOKE-ON-TRENT, ST4 2RS, ENGLAND. FAX 0782 744292 
TECHNICAL/CUSTOMER SERVICE 0782 744324 


24 HOUR MAIL 
ORDER HOTLINE 
0782 744707 

ORDERS NORMALLY 
DISPATCHED WITHIN 48 Hrs 


OUR LO 










222, TOTTENHAM COURT RD, LONDON, W1 
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.:G71 580 6460 
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APOCALYPSE 
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Those pesky Lemmings 
get everywhere — 
they’re even all 
l over this months . 
poster! 


More retrospective 
ravings as we 
continue our potted 
history of the C64. 


Ten Psygnosis goody-bags 
must go — here’s wotcha 
gotta do... 
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13 whole issues straight to 
your door, with a free gift to 
turn up the corners of your 
mouth. 


The ioopiest fetters this side of 
| - crunchy honey-coated breakfast 
~ cereals. - 


The work’s over, but would 
Lemmings do it again? 
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Sigourney Weaver on tummy 
trouble and things that go ‘Grrrr’ 
in the night. ^ ^ 


Jon Wells spills the beans on 
his two latest productions... 


1.1 

■ ■ ■^59 I EK 

Enter the new Tipster. 

All will kneel before him! 

_ ■ : 


He may be ugly, but boy does he 
know a lot about programming and 
assorted hardware. 


Tumultuous turnips of 
I texty topography for 
those who yearn for typing. 


It’s action with a side salad of 
strategy we bring you this month, 
not to mention an utterly wonderful 
playable demo. Then again, if 
adventures are more up your alley 
fret not. Be it text or arcade, we’ve 
got ’em as well! 


Commodore 


COMMODORE FORCE (incorporating ZZAP!64) 
is Britain’s biggest C64 mag - created by: 
Impact Magazines(UK) Ltd, Ludlow, 
Shropshire SY8 1 JW 

DUCKPOND EDITORIAL 

EDITOR EDITORIAL ASSISTANT 

James ‘Swan... no really!’ Price Milo ‘Quackers’ Jackson 

CONTRIBUTORS 

Remi ‘Big Duck, Little Pond’ Ebus 


Anything you want — we 
got it. COMMODORE 
FORCE’S own cash ‘n’ carry awaits your 
custom. 


Forget Skynet and T2 — here’s the 
real war of the machines. A corking 
icon driven action fantasy to really 
get your talons into. 


STAFF WRITERS 

Miles ‘Garage Bill' Guttery 
Lloyd ‘Mallard’ Mangram 


The end of COMMODORE 
FORCE, well, this issue 
anyway. But we’ll be back - mark my 
M * words. 


CONSULTANT DESIGNER 

Mark ‘Anything American’ 
Kendrick 


SENIOR DESIGNER 

Claire ‘Joe Bioggs' Kendrick 

ASSISTANT DESIGNER 

Clive ‘Calvin Klein’ Jones 

JEFF GOLDBLUM PRODUCTION 

PRODUCTION MANAGER SCANNING 

Franco Ian Malcolm’ Frey Michael ‘Holsten Pils’ Parkinson 

PRODUCTION EDITOR 

Cart The Tall Guy’ Rowley 

WHO'S WHO ADVERTISING 

ADVERTISING MANAGER ADVERTISING SALES 

Neil ‘Boss man’ Dyson Michelle ‘Ex-Kendrick’ Bullen 

Pete ‘Where is he now?’ 

ADVERTISING PRODUCTION Raybould 
Jackie Glamour Morris 


Alien 3 

(reviewed this 
month) is a bit 
special, mind 
you, it’s 
predecessor’s 
no slouch either 
— see for 
yourself. 


PUBLISHER FINANCIAL DIRECTOR 

Eddie ‘Robin Hood’ McKendrick Santbosh ‘Little John' Thomas 

PUBUSHING DIRECTOR CIRCULATION DIRECTOR 

Roger The Sheriff of Nottingham’ David ‘Will Scarlet’ Wren 
Kean 

The editor’s decision is final in all competitions. Full rules are 
available on request. We cannot undertake to return anything sent 
into COMMODORE FORCE unless accompanied by a stamped 
addressed envelope. All trademarks and copyrights are recognised. 


Superlative puzzle-orientated 
arcade game. It’s got real balls, you 
know... 


No material may be reproduced without prior consent. 
Printed in the UK by BPCC Business Magazines (East Kilbride) 

Distributed by COMAG ISSN 0967 476X 

All editorial and design is completey original. ^ 


The world’s best-looking hack prog 
returns with fistfulls of lives, 
pockets packed with extra energy 
and a bag slung over its shoulder, 
bulging with ammo and smart 
bombs for all your favourite 
games. 
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P ensnett PD — a predominatly C64- 

orientated PD library — have just anounced 
the launch of a periodical news-letter to 
complement (and promote) their exisiting PD 
services. Their Software Director Dean Kelly Is 
currently urging C64 owners to submit 
contributions such as ideas, small adverts and the 
like or simply submit their address so they can be 
included on Pensnett’s mailing list. According to 
Dean, the news-letter will also distributed through 
other Public Domain suppliers and ‘selected 

software suppliers’. It’s also free — 
Pensnett intend to have adverts 

from comercial companies 

H^^such as software 
houses to*. 


subsidise the production and duplication costs. We 
at COMMODORE FORCE wish them the best of 
luck. Contact Pensnett at: 21 Tiled House Lane, 
Pensnett, Brierley Hill, West Midlands DY5 4LG. 


ver wanted to program top- 
qaulity C64 games? You 
have? Obviously, you’re 
helped immensely by our technical 
pages, but M.REZA (strange 
name, we know) may have a more 
in-depth answer for all you techie 
types out there. Called ‘Guide to 
651 0 Assembler’, it is just that — a 
guide. Unfortunately, Brian Strain 
wasn’t availible to review it this 
month, but rest assured he’ll get 
his grubby mitts on it for Issue 
#13. From a relatively unqualified 
point of view, the rest of us 
thought it looked pretty impressive 
— it comes complete with a ‘free’ 
tape including a PD monitor and 
tape turbo utility. It also has pages 
and pages of meaningful numbers. 
Unfortunately, it’s not going to find 
its way onto shop shelves, so send 
orders to: Vijay Gagan (C64 
Guide), M.REZA, 108 Warwick 
Street, Greet, Birmingham B1 1 
4QU. Alternatively, if you want 
expert opinion on its good and bad 
points, you’ll have to wait until 
next month’s Mighty Brian 
column... 


surprisingly, the Mega CD. Flashy graphics and many 
layers of parallax aside, it doesn’t play too badly — 
there’s even an interesting time-travel sideline, adding 
a strategic element and complementing the frenetic 
gameplay. Oh, and the sound’s excellent too — 
although it lacks the original Sonic ‘anthem’ music, it’s 
well produced and executed. Yup, all in all, it’s not a 
bad little platform game... 

So you’re wondering why we’re writing this, then? 
Well, it’s simple. Mat Yeo — a member of the Mega 


I t’s not important, we suppose, but there’s just a 
small snippet of information we discovered this 
morning. You see, as we’re based in the same 
building as SNES FORCE, MEGA MACHINES and 
SEGA MASTER FORCE, we get to see a lot of 
games. It just so happens that this morning (at the 
time of writing) Sonic CD arrived in for, not 


W ell, it’s been a strange 

month. It began on a low 
note with the departure 
of Chris Hayward to SNES 
FORCE, and sank lower towards 
the end of our schedule when 
Miles decided it’d be a great 
idea to crash his car into a 
stationary vehicle. Obviously, 
that doesn’t really affect you 
people out there in the real 
world, but it could have — the 
entire COMMODORE FORCE 
editorial team (all two of us) in a 
car crash... who’d write 
everything? 

Anyway, gripe aside, this 
month’s possibly our most 
feature packed to date and... 
yes, we’ve even got a few 
reviews. Okay, so they’re only 
‘little-known’ titles such as 
Mayhem in Monsterland , 
Lemmings and Alien 3, but I 
suppose we’ll get by. Back to 
the Feature’s...um, back, and we 
hope you appreciate the 
Lemmings poster — if only you 
knew the rush it was to arrange 


Also, thanks to all those that 
took the time to fill in and 
return Issue Ten’s survey — the 
response has been almost 
overwhelming! As well as 
acting upon points raised, we’ll 
also be including a Readers’ 
All-Time Top 100 in next 
month’s COMMODORE FORCE. 

It would appear a few of our 
choices were a little 
contraversial — but I suppose 
it’s a matter of personal 
preferances. Rest assured, 
though, this top 100 will be as 
near to a perfect indication of 
the most popular C64 games 
ever as you’ll get. 


Drive Carefully...! 


Editor 















Well, we finally realised that Chart 
Chatter wasn’t as good as it could 
have been, so here’s the new, 
improved charts. As you can see, 
Street Fighter 2 is finally on its way 
out, with Matt Groening’s jaundiced 
jokers occupying the top spot. 


CHARTS 


COMPILED BY 

GALLUP 


SPONSOR 
PENGUIN BISCUITS 


■ The Simpsons 

■ Hit Squad 

£3.99 

A Manchester United Europe 

Buzz 

£3.99 

** Multimix 1 Golf 


° Kixx 

£4.99 

A WWF Wrestlemania 


Hit Squad 

£3.99 I 

e James Pond 2 -Robocod 


® Kixx 

£3.99 


Rodland 

Kixx 


£3.99 


A Creatures 

Kixx 

£3.99 

q Test Drive 2 

< 

^ Hit Squad 

£3.99 

A Street Fighter 2 


US Gold 

£12.99 


■ | New Zealand Story 

B 1 Hit Squad 


£3.99 


A Terminator 2 

Hit Squad 

£3.99 

|* The Addams Family 

M Hit Squad 

£3.99 

A Dizzy: Prince of the Yolkfolk 

Codemasters 

£3.99 

ie Multimixx 4 

Kixx 

£4.99 

A Pictionary 

I Hit Squad 

£3.99 

w Final Fight 

l# Kixx 

£3.99 

A Turbocharge 

Kixx 

£3.99 

lO Outrun Europa 

/ Kixx 

£3.99 

A Championship Snooker 

1 Zeppelin 

£3.99 

J 






■ 3 So how did Miles respond? 
, ‘I can’t take it any more,’ he 

said. ‘I’m so upset I think I’ll 
™ crash my beloved car. 
Admittedly, it’s not the wisest move I’ll have 
ever made, but, hey — it could be fun.’ Yeah, 
like great Miles. What’s your next trick? Atom 


bomb juggling? 

FAVE GAME: Lemmings 


Rainbow Islands 

Hit Squad 


£3.99 


Machines’ editorial team — has completed it already. 
Obviously, he hasn’t seen every screen the game has 
to offer, but nonetheless, he’s ploughed through sixty 
pound’s worth of game in the very morning it arrived. 
Mayhem's been in the office for a few days now, and 
we’re still barely managing to reach Pipeland. Makes 
you think, doesn’t it. . . 
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COMMODORE SUPPLIES 




COMMODORE 64 POWER SUPPLIES £18.99 

COMMODORE 64/128 COMPATIBLE CASSETTE RECORDERS £18.99 

COMMODORE CASSETTE HEAD DEMACNETIZERS £9.99 

COMMODORE 64/128 LIGHT GUN AND GAMES (CAS & DISC) £29.99 

REPLACEMENT CASSETTE RECORDER PLUG AND LEAD £5.99 

COMMODORE 64 USER MANUALS £4.99 

COMMODORE R.F. LEADS (COMPUTER TO TV) £3.99 

COMMODORE 64C MODULATORS £9.99 

COMMODORE PRINTER/DISC DRIVE LEAD (6 PIN DIN) £5.99 

COMMODORE COLOUR MONITOR LEADS (DIN/3 PHONO) £6.99 

COMMODORE LIGHT PENS & SOFTWARE (CAS/DISC) £29.99 

DO YOU SUFFER WITH C64 TAPE 
LOADING PROBLEMS? 

HAVE YOU EVER PURCHASED A GAME ONLY TO FIND THAT IT WON'T LOAD! 
THE MOST COMMON REASON FOR LOADING DIFFICULTIES IS CAUSED BY 
THE TAPE HEAD BEING OUT OF ALIGNMENT WITH THE CASSETTE TAPE. 

THE AZIMUTH TAPE HEAD ALIGNMENT KIT ENABLES YOU TO RE-ALIGN 
YOUR TAPE HEAD SIMPLY AND QUICKLY. NO TECHNICAL SKILLS ARE 
REQUIRED. STEP-BY-STEP PICTURE GUIDE. TEST AND RE-ALIGNMENT 
CARRIED OUT IN MINUTES! 

THE KIT CONTAINS:- AZIMUTH TAPE ALIGNMENT CASSETTE, SPECIAL 
AZIMUTH SCREWDRIVER PLUS FULL INSTRUCTIONS. ALIGNMENT KITS ALSO 
AVAILABLE FOR AMSTRAD CPC 464, AND FOR THE SPECTRUM COMPUTERS. 
PLEASE STATE WHICH COMPUTER WHEN ORDERING! 

IF YOU WOULD LIKE TO BE PUT ON OUR REGULAR MAILING LIST 
FOR SPECIAL OFFERS ETC. PLEASE WRITE AND ADVISE 
US STATING WHICH COMPUTER YOU HAVE. 



ALL ORDERS SENT BY RETURN: CHEQUE/VISA/ACCESS/PO'S 

TRADING POST, VICTORIA ROAD, 
SHIFNAL, SHROPSHIRE TF11 8AF 
TEL/FAX (0952) 462135 



■ ■ 
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MICRODRIVE **£14.99** 

Commodore 64 microdrive system, superb value add on storage 
device specially made for the C64. Gives you access to your 
programs and data. 36 times faster than cassette, 3 times faster 
than disc! Extra cartridges @ £3.06 each. Functions include format, 
load, verify, directory etc. Supplied complete with lead, software, 
instruction manual and one data cartridge 

COMMODORE 64 COMPUTER 

**£42.99** 

Commodore 64 home computer excellent low cost computer for ail 
your business, household and leisure computerised activities. Full 
64k memory, lots of colours (16), sound, musical and other effects 
are possible. You can even learn to program in BASIC with this 
neat little number!! Package includes C64 and PSU 

C64 DATA RECORDER ****£14.99**** 

BARGAIN - offer only available if ordered with above computer 


Telephone orders 0273 203500 
Aceess/Visa/Switch/Cheque/PO 
Please send £3.00 P&P 
Established 40 years 


BULL ELECTRICAL 
250 Portland Road 
Hove, East Sussex 
BN3 5QT 





Is Jamesy really dead? Is Smiles psychic? Did his whisker save 
his life? Fill in this form, write out a cheque for the appropriate 
amount and send it to the address below to find out... 


Tick where appropriate 

□ I live in the UK. Please send me 13 issues of CF with Tapes £38.00 

□ I live in the UK. Please send me 13 issues of CF with Disk £38.00 
lJ I live in the UK. Please send me 6 issues of CF with Tapes £19.00 

□ I live in the UK. Please send me 6 issues of CF with Disk £19.00 

□ I live in Europe or Eire. Send me 13 issues of CF with Tapes £45.37 

□ I live in Europe or Eire. Send me 13 issues of CF with Disk £45.37 

□ I live outside Europe. Send me 13 issues of CF with Tapes £60.00 

□ I live outside Europe. Send me 13 issues of CF with Disk £60.00 

□ Tick this box if you wish to recieve Big Box 2. It’d be a good idea 
to do so — after all, it’s a great compilation (not to mention free)... 

• Method of payment: VISA □ i 

Credit card number: 

Signature: 

Name: 

Address: 

. Postcode 

Make cheques and postal orders made payable to Europress Direct. Send this form (or a photocopy) 
with payment to: Europress Direct , COMMODORE FORCE Subscriptions , FREEPOST, Ellesmere Port, 
South Wirral L65 3EB . Remember — no stamp needed! 


6034 

6035 

6036 

6037 

6038 

6039 

6040 

6041 


6124 □ 

CHEQUE □ 


I Long to play the Reel Action tapes 
I on your disk drive? Well don’t 
I try and get your tapes to 
j run on it ’coz it’ll all end 
I in tears. Instead you ^(CZ?‘ ^ 

could subscribe and V 

get Reel Action on ' ' 

| disk! Now you can’t <Z5 

say fairer than that. 


Expiry date 


Why not subscribe by phone or fax? Ring your order through on 051 357 1275, or fax it through on 051 
357 2813. For any enquiries regarding your subscription, telephone the ever-so-helpful people who 
deal with our subs on 051 357 2961 . 

□ Please tick if you do not want to recieve promotional material from other companies. 

• Better get ya money ready — this offer ends on the 21 October. Coo, time to hurry! 


JAivtc-a i : I can’t benvt; 
they’ve scrapped 
Chart Chatter, Smiles. 

SMILES: They 
couldn’t get rid of us 
though, could they 
mate? 

JAMESY: You’re 


mu 


JAMESY: We’re 


COMMODORE FORCE 
to readers. You see, this 
is the page in the 
magazine where we tell 
everyone just how good 
COMMODORE FORCE 
is, and just why they’d be 
advised to subscribe and 
receive thirteen issues a 
year in a chatty and 
informative style. 

SMILES: Wowzers — is 
that really thirteen whole 
issues, mate? 

JAMESY: You bet your 
socks, Smiles. Did you 
know you also get a free copy of nntt wnen yc 

Beau Jolly’s Big Box 2 for no a bar 9 ain! Oh, 
extra cost? recievmg the tv 

SMILES: But... but... that * or * ree - ^hat 1 

costs £1 6.99 in the shops, dreamed of 1 3 

Jamesy! You’ll be telling me 
next that the thirteen issues a year isn’t standard, 
as most other magazines only give you twelve for 
the equivalent price! 

JAMESY: Gosh mate — you’re psychic! 

SMILES: Gerkins. 

JAMESY: Pardon? 

[A shower of gerkins rains from the sky, crushing 
Jamesy to death but missing Smiles by a whisker] 

SMILES: Lucky I grew that whisker! Phew! 
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1 . MAIN VIEW 

The game world 
through the eyes 
of your current 
character. 




chiropodist out of business. Simply 


1 

% 

■ . •-$ 

■■■I 


your socks and feel their soothing 
powers — better than odour eaters 
and without the stigma. 


rcade? 

Puzzle? 

Strategy? we 
defy anyone to 
categorise E-Motion, 
but one thing we do 
know — it’s sure got balls. It’s incredibly 
simple, at least in concept. Each screen 
contains a number of different coloured 
spheres, the idea being to pilot a little 
circular ship around the screen knocking 
like coloured balls together causing them 
to disappear. Clear the screen and move 
on to the next. Simple? By jove no! 
Should two balls of different colours 
come together, a small pod is produced 


• Got a disk drive? Then bow’d ya 
fancy a dollop of disks containing your 
monthly Reel Action doolallies? You 
would — then fill this in and send it to: 
Ablex Audio Video Ltd, Harcourt, 
Halesfield 14, Telford, 

Shropshire TF7 4QR. 

• Be sure to include a PO for £1.49 
and your disks’ll be with you in the 
wink of a sesame seed bun. 
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which can be collected for extra 
energy. Fail to collect it quickly enough 
however, and it expands to become 
another ball — double trouble! Then 
there’s the time limit. Balls vibrate, 
slowly at first, but take too long on a 
screen and they explode draining 
energy. The faster they pulsate, the 
closer they are to critical mass. To 
make things tougher still, on some 
levels you’ll find barriers, balls linked 
together with elastic, and sometimes even 
connected to your craft. 

There’s even a nice two player option for some 
good, old 
fashioned 
co-operation. 

So don’t 
think you’re 
going to be 
able to sit 
down and 
play 
straight 
through this 
one — it’s 
hard, and 
just feel 

that inertia. ■- 
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Name - 

Address 

Reel Action Nos 

Favourite Muldavian 
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Demo 


Forward Space Return 
Fire X 


pex’s gorgeous platform romp has 
had us clamouring for the ’64 this 
month and, not wanting you to feel left 
out, here’s a cut down section of level three to 
drool over. The actual level will be much 
bigger, and that’s BIG. You start the game in 
‘sad’ mode. The aim’s to collect as many bags 
of magic dust as possible then enter the exit 
(!?) where you’re greeted by a friendly dragon, 
before re-emerging into the now-happy land. 
Most nasties can be killed by leaping on their 
heads but watch out — you don’t know where 
they might be hiding. Should you discover the 
‘lightning’ power-up on the Happy stage, 
pressing fire while running at speed will make 
Mayhem charge. But enough of this banter, 
get on and play it and see why we’re all so 
excited. Oh, and dig the amazing introductory 
sequences... 
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3. STATUS 

Strength and 
fitness of 
character. 


4. AMMO 

Number of rounds remaining in 
the selected character’s 
weapon. 


3. CHARACTER 

Your selected 
team member. 


5. ROOM 

The number of 
the room in which 
character is 
currently 
residing. 




rz mrnrdr m 6 - bio - 

I MONITOR 

I Green means the 

EiMw 1 character is okay, 

z, " 1 - I yellow he’s (or 

1 she’s) captured 

dead meat. The stamina bar shows 
how much energy’s remaining. 
Movement requires energy so rest 
characters intermittently or they 
become exhausted and unable to 
move. 


7. CREDIT 
POINTS 

The potential reward 
for successful 
completion of your 
mission. 


T he game of the 
triff movie takes 
up the story just 
as a team of marines 
land in the alien-infested 
remains of an Earth 
colony, way off in deep 
space. You’re in 
command and must 
direct your squad 
around the base from - 
the relative safety of the 
Mobile Tactical Operations Bay 
(MTOB) in the personnel carrier 
that brought you here. You have 
six people at your disposal; 
Ripley, Gorman, Hicks, Bishop, 
Vasquez and Burke. To select a 
character press the key of their 
initial e.g. ‘R’ for Ripley except 
for Bishop who’s selected with 




• Below — 
Uh oh! 
Looks like 
some one 
bit the big 
one. Game 
over man, 
game over! 


Ill®* 


The main area of the screen represents a video 
image from a shoulder-mounted camera of the 
selected character. This means you see exactly 
what each character sees. A cross-hair gunsight is 
moved by the joystick. You can destroy various 
terminals as well as blasting through locked doors. 
To enter a door, position the sight over it and press 
space. 

To direct a character to move independently 
through up to nine rooms, press a number between 
one and nine then a direction (N, S, E or W) then 
select someone else. 

Pause the action by pressing ‘P’ and to restart 
tap ‘P’ twice. l M’ aborts the game. 


Y our mission’s to rid the complex 
of Alien vermin and maximise 
your credit points. Learn how to get 
your people working as team and 
things’ll be a whole lot easier. Right, 
let’s move out marines! 
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There’s a definite eastern theme to this month’s offer as 
we give you the chance to get Alternative’s Last 
Ninja/Bangkok Knights two-in-one pack for two ponds off 
the recommended retail price. Obviously, having bought 
this issue, you’ll already own a sparkling copy of The Last 
Ninja, but Bangkok Knights is so special, we reckon this 
offer’s pretty darn excellent. Just send this coupon, along 
with €2.99 + 85p P & P to: Alternative Software Ltd, Units 
5 — 7 Baileygate Ind Est, Pontefract, West Yorkshire WF8 
2LN. 

Name .... 

Address 
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jj BBjfr emember those 
infernal toys? You 
Hm could spend hours 
clipping together all the 
fiddly little bits before 
winding up the clockwork 
motor, only to find it 
didn’t work — not all of 
us are mechanically- 
minded, after all. Oh the 
joys of childhood. 


m 




Most satisfactory fruit 






information on 
vehicles and 
buildings, 

allowing you to decide how 
best to fight them. 


Tells you of 
incoming missiles 
so you can take 
evasive action. 


i 

When a target 
is selected, drag the moving 
sight into the centre and fire 
when it turns red. 
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To fire a missile, 
load it with an 
appropriate 
amount of fuel 

(joystick up) then guide it to its 
destination on the missile 
targeting screen. 
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Allows you to jam 
and divert 


incoming 

missiles. 


STATUS 

An inventory of 
items collected. 
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M any years ago there lived a mighty 
race of warlords known as the 
Zoidarians. From their home planet of 
Zoidstar they conquered the galaxy by means 
of mighty fighting machines known as Zoids. 
Eventually they’d conquered every planet in 
range but the years of fighting had given them 
an insatiable appetite for violence. Inevitably 
Zoid turned against Zoid. It became apparent to 
the warlords that, what with all this violent 
squabbling, the extinction of their race was a 
very real possibility. To prevent this, androids 
were developed to pilot the Zoids into combat. 
These became so highly advanced they were 
soon able to take over the design and 
construction of new Zoids. The warlords now 
sat back and amused themselves watching the 
war of the mechanized masses. Unfortunately 
for them, a freak meteor storm wiped out all life 
on Zoidstar, leaving only machines. Without 
anyone to lead them, the struggles on Zoidstar 
became even more ferocious. 

However, unbeknownst to the machines on 
Zoidstar, the warlords had kept a back-up force 
of Zoids aboard large transporters in space. 
During the storm they were forced to crash-land 
on one of Zoidstar’s moons — an icy and 
barren satellite, with conditions to which Zoids 
were totally unsuited. To survive, the marooned 
Zoids were forced to unite and mutate, 
becoming Red Zoids. Under the leadership of 
the most powerful Red Zoid, Redhorn The 
Terrible, the Red Zoids returned to conquer 
Zoidstar. 

To combat this mighty new threat, the warring 
‘Blue Zoids’ joined forces and constructed 
Zoidzilla to be their leader. Caught by surprise 
however, the Blue Zoids were soon overrun. 

A Blue Zoid patrol was... urn, patrolling one 
day when they discovered a strange pod, it’s 
occupant still alive. A humanoid from the distant 
planet of Earth, he proved to be a tough fighter 
and good strategist. Eventually a plan was 
formulated in which Earthman and Zoidzilla 
would be dropped in the heart of Red Zoid 
territory to seek out and destroy Redhorn. 
Without his leadership the reds would crumble. 

Unfortunately during the descent, Earthman’s 
ship was destroyed. He managed to escape but 
Zoidzilla was blown to pieces. These were 
quickly collected by Red Zoids and hidden in 
heavily defended city domes. Now you, as 
Earthman, must locate the eight pieces of 
Zoidzilla and rebuild him before taking on 
Redhorn. 
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up, it’s Jon Wells again with another superb 
helping of load-’em-up hacks. This month, 
John’s hacked... errm, Miles? What did Jon 
hack? You don’t mean I’ve sent the disk off to be 
mastered at Ablex without writing down what Jon’s 
included this 
month? But it’s 
late at night! I 
can’t possibly 
phone him now 
— he’ll be tucked 
up in bed with his 
teddy bear! What 
am I going to 
write instead? I’ll 
have to bluff. What? Write what I’ve just said? But 


that’d be a right cop-out? Quickly 


•■if! 


^bsTlSEs 1 


iaritiTTe uiocs mi 


logo uattc: 4 

A 3 


PRESS SPfiCC FOB flBIN 


imrwwnm 


I’ll write it and 
hope the 
readers don’t 
notice. After 
all, no-one 
reads the 
instructions (!) 
for Easy 
Lives, do 
they...? 


^ wppi 

in t hc class Lines peoGR^a Use a dosstick 

IH PGRT2. OP AMD tiOUN ttOOGS 7HG AtiROU - 
(7BG SGLGCTS AM OPTTOM . LCFT/iAND RIGHT 
FLICKS BGTUGGM TUG DIFFGBGNT GAttC HACKS. 

90€K MJST tiaOG THG30BIGIHAL GAMG Yp I lid 

hacks erne to uobk and ouch prompted dost 
imsgrt thg tape ae*D load as normal. 

TO OSC THG GASS MOST C HACKS, UBITC DOOM 
THC POKGS AMD SSS ADDBGSSGS. PBGSS THG & 
WUMBERSTOF THC GAMG 900 81 SH 70 HACK AMD 

follow saee loading sgqocmcc as aboug. 

7HG GAS9 POKES WILL OML3 0ORK IP 900 OSC 
AABCSCT CART G . G . &ACTTOH REPLA3, GHPGBT , 
FBGGZG BACHING. . . GTC. V l> 

V L & 


GET A PIECE OF IMEACTHMi 1 

■ If you’ve written a game you reckon’s reel good, why not share it with 64ers the 
world over. COMMODORE FORCE is read by countless thousands across the globe, 
and it’s covertapes loaded by equally numerous people. To get you creation into 
the public eye fill in this form and send it ‘A Piece Of The Action’ at the usual 
address. 


Name.... 

Address 


Utility used (if any) 

IMPORTANT 

■ Please sign this declaration; 

This program is submitted for publication by COMMODORE FORCE. It is wholly my/our own work and l/we agree to 
indemnify Impact Magazines (UK) Ltd against any possible legal action should copyright problems arise. This game 
is not being considered for publication by any other magazine or software house, and l/we will let you know in 
writing in the event of this happening. 

Signed Date 

Include this form (or a photocopy) otherwise your program will not be considered. 

Also, due to the huge amounts of submissions we now have to deal with, we can 
no longer return cassettes, disks and the like. To minimise expenditure, don’t 
£^send gold-plated cassette boxes — it’s a waste of money. F™ 
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blue square repres 
your Zoid, yellow 
markers are buildings 
red ones are enemy Zoias. 

Clicking on a ‘foreign’ object 
brings up the targeting window 
for whichever weapon is 
currently selected. Clicking on the 
blue square goes into navigation mode. Rotate 
the white arrow with joystick left/right and fire to 
move off in that direction. 

All actual game actions are controlled by 
joystick, with additional key functions as 
follows: 

M Toggle between music and FX 

P Pause 

SPACE ..Restart 

RESTORE Abort game and return to start 


Jon Wells 


Fortunately the 
game’s a 
different colander 
of asparagus — 
having received 
97% and a 
ZZAP! Gold 
Medal Award in 
its time, we’re 
confident you’ll 
love it to little 
pieces... 


Vou can't: do that I 'm afraid. 

> play record 

You can't do that I'm afraid. 

> get the flying record and wrap it roun 
d a chair as near as possible and see if 

it works in a CD player 
Vou try to get the record, but it 
seems to be stuck in mid-air. 

Vou can't do that I'm afraid. 

Vou can't do that I'm afraid. 


that I 'm afraid 


Vou can't do that I'm afraid 
Vou can't do that I 'm afraid 

> jopen door 

Vou can't do that I'm afraid 

> open door 

There doesn't see m to be any 
way to open the door. 

> push 

Er, I don't quite understand 

> push door 


any obvious 


that 


Vou can't do that I'm afraid. 

> oh yeah today i hit My car into 

fices gates and i aw very tiddled 

Vou 're carrying nothing 

Vou 're carrying nothing 

Er^ I don't guite understand that 


the of 

off. 


f 


Thi?. is definitely not the room you 
went to sleep in last night, you wool* 
have noticed That record - f I oat » nq 
about five feet off the floor jn the 
corner before how. There is a door 
west. 

> get record 

You try to get. the record, but if 
seems to be stuck in Mid air*. 

> hi t % ? 

Vow can't do that i 'm afraid. 

> play Y-ecord 

Vou can't do that I'm v»fraid. 

> get the r lying record and wr ap * t rt 
d a Chair as near a*, possible and see 

it works in a CD player 




Neil Mallett 


Y ou asked for more adventures... 
well, you’ve got one! From the 
talented hands of COMMODORE 
FORCE reader Neil Mallett is this well- 
designed and executed textarama, 
unusually titled By Jove. Don’t let the 
name put you off, though — it’s by far the 
best reader adventure we’ve seen in a 
long time. It even manages to raise a 
snigger in places — and we’ve not said 
that about an adventure since Fergus 
McNeil’s early adventures. So what are 
you waiting for? Load it up and see for 
yourself! The usual commands apply — 
north, south, get etc — and, should the 
demand be great enough, we’ll print the 
solution in a future issue. 


r*. is is the Hydroponics CenU*e. Rows 
of shallow wetal tanks with plants in 
r<m the length of the root*, and the 
constant sound of punning water iwkes 
your bladder twitch. 

> drink the water 

Vou scoop up a Mouthful of water, but 
soon spit it out when you realise 
where al I the scientists' bodily wast 
ends up . . 

> yum yuM I love waste It makes me mu 
e into a editorial assistant 


ii > « v atory, used for 

experiments and things. There is a 
long workbench down one side of the 
room, and exits south and east. 

> sit on workbench 


Vou can 


why 

the 


not 

one 


do that I'm afraid, 
its an ordinary bench 
I'm sitting on now 


just l i k 


now 


Vqu can't do that I'm afraid. 

> play record 

Vou can't do that I'm afraid. 

> get the flying record and wrap it roun 
d a chair as near as possible and see i f 

it works in a CD player 
Vou try to get the record, but it 
seems to be stuck in Mid-air . 

Vou can't do that I 'm afraid. 

Vou can't do that I'm afraid. 

> jopen door 

Vou can't do that I'm afraid. 

> open door 

There doesn 't seem to be any obvious 
way to open the door. 

> push 

Er, I don't quite understand that.. 

> push door 

Vou can't do that I'm afraid. 

> oh yeah today i hit wry car into the of 
fices gates and i aw very tiddled off. 
You're carrying nothing 

You're carrying nothing 

Er^ I don't quite understand that.. 














released it is beyond us, but most II 

surprisingly of all is that it was released |J y f 
in a year that saw Ocean bring us the JpiR - 
classic Rainbow Islands and New LM 
Zealand Story, among others. I M 

Winning Streak WK 

As far as C64 software’s concerned, 

1 989 was Ocean’s best-ever year, with \T 
only a few ‘hiccups’ — Rambo 3 and ( 

Red Heat. Rambo 3 was a mixture of gamestyles, 
including a Gauntlet- style runaround and an 
Operation Wolf -type shoot-’em-up section. The 
plan-view areas were overly tedious, and the 
absence of any level codes meant that getting to 
the mildly-addictive blasting level was hard going. 
All in all, it was a very average outing — unlike the 
diabolical Red Heat. A tie-in with the 

Schwarzenegger film of the 
same name, it owed 


game. An update of the classic Asteroids (hence 
the name), it offered two-player action and 
collectables, as well as the traditional rock-pulping 
screen-spinning gameplay. But could it be 
described as a good-value buy at full price? Most 
arcade machines can tempt a few coins from 


• Blasteroids — Fun but ultimately 
limited update of an age-old formula. 

individuals’ pockets, but there aren’t many that 
entice nine pounds’ worth. Blasteroids received a 
favourable 83% rating from ZZAP! subsequent to 
its release, and narrowly squeezed into last 
month’s Top 100 due to its (admittedly excellent) 
two-player option. I’d have rated it a lot lower — it’s 
ideal budget fodder, but there’s really not that 
much to it. Not for £8.99, anyway... 

From the well-meant to the ridiculous, Firebird’s 
Dynamic Duo stank. Badly. Putting you in control of 
a bird and a dwarf in two playing areas (with the 
screen split horizontally to make these), this early 
attempt at using the technique so successful in, 
say, Lotus, was an unmitigated disaster. Lacking 
any real gameplay, it was condemned by 
horrified reviewers and, I trust, consumers 
alike. Why on earth Firebird actually 


D espite predictions that the C64 was on its 
way out, 1989 saw booming trade in both 
licensed and original software. Conversions 
— previously a very hit-and-miss affair — were 
increasing in both quantity and quality. 
Imageworks’ C64 version of the moderately 
popular Blasteroids coin-op was a more-than- 
adequate rendition, but, like so many of its kind, 
lacked the ‘oomph’ you expect from a computer 


The year 1 989 was a big 
year for C64 software, 
and no mistake. The 
quality of most releases 
was generally very high, 
a few real classics made 
their way onto the 
shelves, and the word 
'licensed' meant more to 
the software industry than 
it ever had before. Come 
to think of it, a mystery 
prize is available to the 
first person who can tell 
us how many times I've 
had to use the words 
'licensed', 'coin-op' or 

'conversion' 

throughout 

n/J^flrowV *kis feature. 

Answers on a 

the usual 
address 


Blasteroids Imageworks 

Indespensible as a two-player game, somewhat lacking otherwise. 

Dynamic Duo Firebird 

PerKaps it was a joke and we didn’t get it? 

New Zealand Story Ocean 

A marvelous conversion. Yummy. 

Rainbow Islands Ocean 

A classic. Possibly the best conversion ever. 

Red Heat Ocean 

Not one of Ocean’s finer releases. 

Altered Beast Activision 

Okay conversion of a mediocre coin-op. 




V. . 













yth System 3 

Original, absorbing and utterly gorgeous to look at. 

Ocean 

Not ground-breaking, but very playable nonetheless. 

jpiini Car Racer Microstyle 

Brilliant use of vector graphics, even better gameplay. 

Ocean 

Excellent tie-in with novel twists. 

Ilenegaile ® ^ Ocean 

Over-rated at the time — not a patch on its predecessors. 

Silkworm The Sales Curve 

Great fun — even better with two players. 


94% 94% 4/10 

89% 80% 2/10 

94% 95% 5/10 

96% 90% 4/10 

90% 56% 1/10 

91% 80% 4/10 


more than a passing nod to Kung Fu Master , the 
ancient beat-’em-up. Its main original point was 
[that to accommodate the large size of its sprites, 
the bottom half of their bodies were missing. The 
resulting wide-screen film-reel-type display was, 


month as Islands was the absolutely superb but- 
not-quite-as-good-as-R/ licence, New Zealand 
Story. It too was sickeningly cute, and with a 
plethora of fluffy kiwis to boot. 

On a more violent note, Ocean took the 
supposedly unconvertable Operation Wolf... and 

converted it. 


’em-ups, 

Renegade 3 
The Final Chapter 
(to give it its full title) 
tried to go one further by 
adding jumping across spike 
pits and the like. Bad move. Even 

worse was the ridiculous array 
of enemies — dinosaurs, 
cavemen, egyptian mummies and 
knights on hobby horses, among 
others. To round it all off, the entire 
game structure was supposedly 
justified by the addition of a laughable 
time-travel plot, which, on account of its 
most dire nature, I won’t relate here. 
Suffice to say, these elements did few 
favours to the actual game. It played well 
enough, but with the lack of any real 
action and the one-move-kills-all 
syndrome present and accounted for, it 
just wasn’t full-price material. 


i A dire movie tie-in, Red Heat caught 
the film’s spirit unwittingly well. 

though graphically competent, devoid of any 
gameplay. Move, duck, punch... and embrace 
the tedium, baby. If I remember rightly, it was 
programmed by Special FX — the otherwise 
excellent development house responsible for 
classics such as Midnight Resistance. Oh well 
— I suppose everyone has their bad days... 

On an altogether more positive note, 

Rainbow Islands turned out to be the most 
utterly, utterly brilliant coin-op conversion 
ever. Converted by the multi-talented 

Graftgold team, it was proof indeed that the 
C64 could, to a certain extent, compete with 
the Amiga — its rendition was almost as good 
as its 16-bit counterpart. Even the chirpy- 
cheerful souped-up version of ‘Somewhere 
Over The Rainbow’ that accompanied the 
action was excellent. Arriving in the same 


The C64 version is almost as 
good as it could have been, lacking only the 
cabinet-mounted guns that made the original such 
a hit. Renegade 3 was also released, bringing the 
Renegade series to an end in a functional manner. 
Whereas its predecessors had been all-out beat- 
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Like Operation Wolf viewed and played from a 
different perspective, Cabal wasn’t the most 
successful arcade machine ever. It did make for 
frenetic C64 shoot-’em-up action, though, as 
players blasted their way through many single but 
very destructible screens. It was perhaps this 
ability to wipe out the scenery as well as your 
assailants that was Cabafs true charm. A multiload 

did rather 
ut a 


Cabal featured mindless blasting of the 
highest order. Chunky, macho and fun. 

dampener on proceedings, but the disk version, 
lacking that problem, was very good. 

Rounding off Ocean’s 1989 efforts were the film 
tie-ins The Untouchables and Batman: The Movie. 
The Untouchables was a late licence; the release 
of the game didn’t catch the movie’s critical (if not 
necessarily box-office) success. Nonetheless, its 
strength of design and playability were second to 
none — Ocean’s previous multi-section licences 
paled in comparison. With Operation Wolf-type (but 
better) sections, platform levels and much more, it 
was a delight to play as well as behold — it even 
followed the film’s plot to a certain extent. Not quite 
as good but equally well received was Batman: 


The Movie — again, a multi-section licence. Its 
best levels were platform-based, where Batman 
could be moved around using a unique ‘rope’ utility 
attached to his belt. Swinging from floor to floor 
was great fun, not to mention well executed. I’ve 
always felt it didn’t flow as well as its less colourful 
Spectrum counterpart, but I’d better not go on 
about that, should I... 

And of the rest... 

As I’ve already mentioned, arcade 
conversions are usually substandard for one 
of three reasons — the conversion is beyond 
the machine’s capabilities, such as Hard 
Drivin ’, the coding’s naff like Cisco Heat, or the 
original game wasn’t up to much — Altered Beast 
being a classic example of this. A horizontally- 
scrolling beat-’em-up with very little beat, its main 
novelties were its two-player option and ‘character 
changing’. By collecting three power-ups, the sprite 
would become a monster of some description, with 
each level providing a different one. Problem was, 
the tedium soon set in — with only a few moves 
nd one level of play, each level was a little too 
similar to the last. Oh, it had a multiload tbo... 

It may seem like all of 1989’s memorable 
moments were conversions, but a few original 
gems did appear; System 3’s Myth was something 
else. With graphics that wouldn’t look too out of 
place on a 16-bit machine, it took the basic 
platform game ideal and did wonders with it. 
Fighting demons, solving puzzles... it had it all. It 
also lacked the bugs that haunted its Amiga 
counterpart... 

With, I’m sure, countless numbers of Godzilla 
movies in mind, Gremlin released The Muncher — 
a graphically-sound smash-’em-up where the 
player controlled a large Godzilla-type monster. 
Playing like a multidirectionally-scrolling Rampage, 
The Muncher combined big, bold graphics with 
large scale destruction. The result? A highly 
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• With perhaps the biggest sprite in C64 
history, Muncher was truly monsterous. 


The Untouchables Ocean 

Superb film, superb game. 

Shlnobi Virgin 

Great conversion of the uninspired-but-addictive coin-op. 

JtiPB Domark 

Playable but flawed. 

Xybots Domark 

A disaster. Horrible. 

The Muncher Gremlin 

Great fun, but infuriating at times. 

Manic Miner Mastertronic 

Nostalgia suggests 95%. Reality insists 46%. Hmmm... 
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playable — if a trifle 
awkward — game, 
sponsored by Chewitts. 


Codemasters’ 

early venture 
into the full- 
price arena with 
Rock Star Ate My 
Hamster was 
amusing, to say the 
least. A 


management game 
that required you to take your 
band (or solo artist) to the top of the 
charts, it was worth a chuckle or two the 
first time played, but thereafter... it just 
wasn’t worth bothering with. The concept was 
simple; choose your characters, arrange them a 
few gigs, record a single, record an album. Once 
heard a few times, the tunes that accompanied this 
‘action’ soon began to grate. Why Codemasters 
released it on their premier range label 
(Codemasters Gold, no less) is beyond me; 
suffice to say, it wasn’t long before it was re- 
released at £3.99. 

Mastertronic, no longer the budget giants they 
had been, re-released Manic Miner. A curious 
move, it scored highly with reviewers (95%, ZZAP! 
64) if not buyers — while it will always be 
considered a classic by those caught by the 
computer bug in the early eighties, I doubt it 
enjoyed an astounding retail success. Did you 
know that it’s actually a rip-off of an old Atari game, 
Miner 2029er2 Well it is. 

From the basic to the technically superb, 
Microstyle’s Stunt Car Racer was a marvellous 
example of programming expertise. Most race 


96 % 94 % 3/10 

86 % 80 % 2/10 
90 % 76 % 3/10 

27 % 17 % 2/10 

71 % 70 % 2/10 

95 % 46 % 1/10 
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games tend to provide the 
player with boring, thrill-free 
tracks; Stunt Car Racer's 
many courses owed more to 
roller coasters than Formula 
One, and to great effect. 
Its wireframe graphics 
were both smooth and 
i fast — supposedly, 

• vector graphics aren’t 
the C64’s strong suit, 
but Racer proved they 
could be done, and 
done well. 

Microstyle’s parent 
company, Microprose 
(remember them?) also 
delivered a classic piece of 
C64 software in the form of 
Microprose Soccer — heard 
of it? For those who are 
interested, we should be 
holding the challenge next 
issue... 

Domark’s marketing 



• The evergreen Microprose soccer 
included a novel indoor game as a bonus. 


deal with Tengen hit both high and low points 
during the year. Their conversion of the classic 
Xybots coin-op left a lot to be desired — a poor 
quality Spectrum port, it lacked speed, colour and 
playability. The actual gameplay was so simple, it 
was unique: run around a maze searching for the 
exit, blasting various nasties and, if you so wished, 
have a friend join in for simultaneous split-screen 
action. However, everything was displayed in semi 
first-person 3D. The graphics were (or so I’m told) 
sprite- as opposed to wireframe-based (thus 
limiting the smoothness of movement), but the 
basic idea — and certainly the original coin-op’s 


9m 




execution of it — were sound. It’s just a shame a 
little more time wasn’t spent on making the 
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D Poor programming doomed Xybots to 
reside in the ‘what might have been’ file. 


conversion worthwhile... 

Following Xybots but managing to retain a great 
deal of its subject matter’s charm was APB. This 
multidirectionally-scrolling plan-view car chase 
game was a huge success in the arcades, where 
its compulsive gameplay and humorous touches 
had endeared it to arcade goers. The conversion 
was far from perfect — the occasional bug reared 
its ugly head and the graphics were a little basic — 
but it was such an enjoyable concept that such 
drawbacks were easily ignored. It also lacked the 
Spectrum version’s tendency to crash every two 
games — a benefit and a half, if you ask me. 

One of Domark’s other conversions was Return 
of the Jedi — a conversion of the coin-op of the 
film. The third (and so far last) in the Star Wars 
trilogy, the film lacked the oomph of its 
predecessors; a problem suffered equally by its 
arcade counterpart. Whereas Star Wars and The 
Empire Strikes Back had been wireframe-based 
shoot-’em-ups, Jedi was a Zaxxon- inspired 
diagonally-scrolling blaster. This little-used 
perspective has rarely been utilised in games of 
any value or consequence — even the otherwise- 
excellent Costa Panyi failed to do wonders with it in 
his Highway! Alien Encounter games. As you’d 
expect, the conversion was flawed from the start — 
if there’s not much in the original, how can a home 
computer version ever be anything more than 
mediocre? Oh, one more thing, fact fans. Did you 
know that David Lynch — of Blue Velvet and Twin 
Peaks fame — was originally asked to direct the 
Return of the Jedi film, an offer he refused? Just 
imagine what it would have been like if he’d said 
yes... 

From Melbourne House came the sorry 
conversion of the excellent Double Dragon arcade 
machine. The original is, in my opinion, one of the 
best coin-ops ever released; its simple but brutal 



gameplay and great two-player option worth almost 
every ten pee put into its coin-slot. Unfortunately, 
the C64 version left a lot to be desired: awful 
graphics, terrible collision detection... you name a 
flaw, it’s almost assured that ’64 Dragon had it. I 
suppose you could take solace from the fact that 
versions on other computer formats were just as 
dodgy, but not much. I’m just glad I didn’t buy it 
myself. Speaking of which, Blip — Video Classics 
was a Silverbird release that crossed the fine line 



® Double Dragon was solid beat-’em-up 
action all the way, unlike the conversion. 

from novel to ridiculous, and suffered accordingly. 
Remember the early consoles, with the Pong- " 
orientated arcade games? Can you recall how 
imaginations were called upon to think of four thin 
rectangles and a bouncing ball as a football match 
or tennis tournament? Well B//ptook those early... 

I can’t call them classics — I mean, they were a bit 
on the dire side, even back then... ‘novelties’, and 
totally failed to update them in any real way. It 
simply duplicated them. The end result, far from 
astounding or revolutionary, was another budget 
game that nobody really bought. 



# Blip Video Classics — A pointless 
batch of extinct arcade dinosaurs. 


Pacmania Grandslam 

Overpriced but playable. 

Operation Wolf Ocean 

Shoot-’em-up fun, but not the same without the cabinet-mounted guns... 

Thunderblade US Gold 

Okay conversion of impossible-to-convert coin-op. 

exploding Fist + Firebird 

Vastly inferior to IK+. 

Double Dragon Melbour 

Dire. 

Return of the Jedi Domark 

Average conversion of an average coin-op. 


88 % 56 % 2/10 


91 % 79 % 2/10 


69 % 65 % 2/10 


68 % 60 % 1/10 


Melbourne House 1 5% 6% 


1/10 


Domark 


61 % 51 % 2/10 
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Following Archer Maclean’s superlative IK+ (but 
not closely enough to make a real impression) was 
the similarly-named Exploding Fist +. It, like the 
aforementioned classic, added an extra player, a 
few more moves than its predecessor... to no great 
effect. IK+ is the best beat-’em-up the C64 has 
ever seen, and I can confidently say that it won’t 
ever be surpassed. EF+ was a sorry cash-in 
attempt that utterly failed to impress me. Can I 
really say any more than that? Probably. But I’ve 
pretty much run out of spacefor 
this month... 


Co-operation between players was essential for 
survival; each vehicle had weaknesses that the 
other could compensate for, so there was a little 
more to playing Silkworm than simply blasting 
away. However, its single-player mode was no less 
enjoyable — choosing between either the jeep or 
the helicopter, the lack of any assistance made for 
more challenging gameplay. I played Silkworm in 
the arcades once, and wasn’t overly impressed 
with it — the C64 version seems far superior. How 
many times do you hear that said? 

A new dimension 

Pac Man, eh? One of the first arcade machines, it 
was revolutionary at the time but these days... 
well, let’s just say most people wouldn’t waste their 
money on it. However, if a company were to take 
the bare bones of the game and change the 
basic cosmetics, would it make it any more 
playable? If they were to change the 
perspective to isometric 3D, increase the 
size of the graphics and make the maze 
scroll, would that make it a better game? 

Well marginally, yes. Grandslam’s 
conversion of 
Pacmania 
duplicated 
its 


subject matter well, and was fairly playable. It 
would have made better budget material, but I 
suppose that’s asking for too much... 


CH - 


It takes two.- 

The Sales Curve’s conversion of the 
Silkworm coin-op was, astonishingly, more 
playable than the original. A horizontally- 
scrolling shoot-’em-up, it had a 
simultaneous two-player option where one 
joystick-weilder controlled an airborne 
helicopter, the other a ground-based jeep. 


$ SMB ’ I HI 


• Pacmania — a valient 
attempt to update the classic 
maze game. 

Mission 
impossible 

Thunderblade was an impressive 
coin-op. Mixing into-the-screen 
flight sections and vertically- 
scrolling shoot-’em-up levels, 
it looked, sounded and played 
well. It’s not hard to understand 
why people were so sceptical when 
US Gold announced they were 
converting it. Trying to fit 
Megabytes of graphical data into 
64k is the sort of task that would 
give your average programmer 
nightmares — but, to be fair to them, 
US Gold and their developers gave it 
their best shot. The result? A 
moderately playable blast ruined on 
tape format by the obviously huge 
amounts of loading. The disk version 
was better, but even that was slow. . . 


I ■ 1 
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Silkworm gained huge popularity 
before losing its SEU crown to SWIV. 


Microprose Soccer Microprose 

A most excellent soccer game. 

ftambo 3 Ocean 

Dodgy tie-in with the laughable film. Awful. 

Blip — Video Classics Silverbird 

Whatever were they thinking of? 

Rock Star Ate 

My Hamster Codemasters Gold 

Greauun, but infuriating at times. 


And so ends another 
7 totally thrilling 
instalment. Instead of 
sending availability 
queries to Lloyd, mark 
them 'James you prannet, 
you're quite wrong' and 
send them to the usual 
address. Apart from that, 
it's goodbye for this 
month 


47 % 32 % 1/10 
1 5 % 9 % 1/10 


• .. ' 


50 % 35 % 1/10 
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£60 worth of Action! 


NSTANTWN! 


JURASSIC PARK 


INSTANT WIN! 


INSTANT WIN! 


PLAY THE BIG GAME!, 


In your team's colours! 


Calls cost 36p per min (cheap) 48p per min (other times). Max possible cost £3.60. Please be sure you have permission to make this call. Where Instant 
Win is indicated there is no tiebreaker and prizes are won instantly. Other competitions close 30.1 1 .93 and involve multiple choice questions with 
tiebreaker. Nintendo/Sega/Amiga/Streetfighter II and Jurassic Park are all registered trademarks of their respective companies. We are not related to or 
endorsed by them. For rules and winners' names please send SAE to: Info Media Services Ltd, PO Box 28 Northampton NN1 5DS. 
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Mayhem, % 
/star of the garnet 
and all-round cutesy 
hero. His charge 
attack is something 
else — he moves at 
such an astounding 
rate, you’ll 
^ thinkyou’ve 
\ got an Amiga, 


(platform) game as a hedgehog- or plumber- 
beater would suggest that there’s a little , 
more to the genre than simply jumping on j 
assorted heads. People want to buy these 
games. This makes them profitable. Flight 
sims? Nah. Too complicated. What 
everyone needs is a simple platform game to 
vegetate with, right? Apparently so. The 
programmers keep on programming them, while 
the punters keep paying. Up until now, the only 
really decent platform games I’ve bothered with 
have been Sonic (sad but true) and Titus’ excellent 
The Blues Brothers. Now there’s Mayhem. 

Mayhem's a horizontally-scrolling platform J 
game. It has five main levels, made up of two | 
different states 


Mayhem in Monsterland? 
Never heard of it. Does it 
have anything to do with 
hedgehogs? Is it a film 
conversion? Jeez, you'll 
probably tell me next it's 
an ultra-slick platform 
game from the capable 
hands Creatures 1 and 2 
creators. Apex! As if I, 
JAMES 'SUPER SPIN 
ATTACK' PRICE would 
believe that for a second. 
Hang on, though... 

P latform games. 

Love them or hate 
them, they’re as 
much a part of computer 
entertainment as, say, the ^ 
computers (or consoles) 
themselves. They’re so 
popular, in fact, that the two V 

biggest companies in the video ^ 
entertainment industry use them as 
strong selling points — game of Soi 


f The 
faster these 
stars rotate, the 
more points 
they’re worth. 
Some of them are 
reet tricky to 
L reach, J 

Sk, too. jiL 


happy and sad. Complete the I 
Sad area, and you move onto the Happy 
section. Finish that, and Mayhem progresses to 1 
the next ‘World’. In Sad areas, Mayhem has to 
collect an allocated amount of magic dust, before 
making his way to the exit. The bags containing it 
_ HIP can be found subsequent to the 
1 111 despatching of certain nasties. 

l In Happy sections, Mayhem 
m has to collect X amount of 
9 stars to progress to the 
^ next world. To kill 
m monsters, Mayhem can 
J either jump on their heads 
^ or, should he have found 
the lightning power-up, build up 
speed and charge through them. All it not that 
simple, though — later levels introduce creatures 


with spiked backs, heads and the like. To 
kill these, Mayhem has to hit a soft point — should 
he hit the spikes, either energy or a life is lost. 
Monsters with shells also present a problem — 
although they’re not fatal, should Mayhem charge 
into them he’s bounced backwards. Again, soft 
points have to be attacked... 

Downward pull 


eS t.l« #k V 
(64 9 #w « 


Mayhem also has to contend with forces such as 
gravity and inertia. Obviously, when he jumps he 
returns to ground pretty quickly, but the 

bigger his run-up, the larger the leap. 


. 
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levels, to the oppressive S' 
darkness of the sad, it’s y 
probably the best-looking I yw, A H jSj 

C64 game ever. The only '• nUr/ VJ l \fll 
game I can really compare f ^ jj 

it to in terms of cosmetics is ^ A/Jlf r* ““ 

Creatures 2. Like that ' > wil 

previous Rowland to 

production, the dream. Marv< 

presentation is excellent. himself, trot « 

Before each level, an difficulty curve 

animated piece of scenery red with envy, 

with countless layers of Mario never wa 

parallax adorns the centre c .?,!* ect " e . m ". u Pj 

of the screen, with orthw. Thw w T 

animated text telling which 0 f \ ^ ■ 31 

ivel s about ^ be eating, and once 

) played, and what out f or wee | (Si g Q| 

state it’s in... ahh, 
what’s the point. I’m 

l about five hundred words into this review, 

| and I feel as if I’ve hardly scratched the 
surface of what Mayhem has to offer. It’s 
well-presented, playable to extremes, great 
to look at and listen to — I really can’t fault it. 
There’s even countless amounts of hidden 
extras (including elusive continues) to search out 
and claim; completing it wouldn’t be 
seeing all it has to offer. It’s utterly 
frustrating in places, consistently /rSf \> 

difficult and possibly the most |Lf ' J j. 
challenging platform games I’ve 1 

ever encountered. Buy it. *llk ^ferl 


• The Creatures boys 
have done the 


umL p i ii irr A monster - > 

A squat one 

L Tr p erha P s » but 

K m l he’s nasty 
I nonetheless, 
few jumps on his 

Similarly, the longer he runs, the \ head should do 
taster he is, until he reaches top \, the trick 
speed — which, in Charge mode, is very 
very fast indeed. Not surprisingly, the quicker 
he travels, the longer he skids during an emergency 
(or intentional) stop. Water, predictably, slows our 
hero’s movement. While submerged, Mayhem is 
less nippy and reacts at a more pedestrian pace, 
while waterfalls simply speed up his descent after a 
jump. 

Graphically, Mayhem in Monsterlancf s^uperb. 

From the veritable rainbows of colour in the happy 
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SUPERB. ARE YOU 
SURE THIS IS A 
C64? 


THE BEST C64 
GRAPHICS WE'VE 
SEEN 


BRILLIANT. MUSIC 
ALSO CHANGES 
WITH GAMEPLAY 


UTTERLY, 

UTTERLY 

ADDICTIVE 












OUCH ! 
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So who are these 
Rowland boys then? 
Having iust put the 
finishing touches to their 
latest epic — Mayhem in 
Monsterland — they're 
currently drinking 
themselves silly in 
celebration. Bearing in 
mind their exemplary 
track record, we 
decided it was time for 
an interview. After 
supplying ample 
amounts of coffee, 
managed to obtain a 
Is of wisdom fr» 


hese days, programmers don’t seem to get 
as much publicity as they used to do. Take, 
for example, Sonic the Hedgehog — its huge 
team of developers are virtually unknown to all but 
those who see Sonic’s ending sequence. Long- 
term C64 owners will remember the days when 
coders such as Andrew Braybrook and teams like 
The Oliver Twins appeared on magazine pages. 
These days, it seems as if programmers are 
people who write things for computers, while 
console carts... hey, plug ’em in, play ’em and 
bandage yer bleeding wallet, yes? Elevating 
programmers to minor celebrity status apparently 
isn’t the done thing these days; the developing of 
powerful brand names is. With that, the silicon- 
based entertainment industry becomes more 
mainstream and loses its previous naive charm, 
but it’s profitable, at least... 

Most C64 programmers have already departed 
the Commodore scene to work with assorted 16-bit 


. 

•: . . 




systems, but a few remain — possibly the most 
well-known of these being the Rowland Brothers. 
John and Steve Rowland are responsible for two of 
the biggest and well-programmed C64 games ever 
— namely Creatures and Creatures 2, as if you 


iBSHfiliii 










didn’t know — and have just put the finishing 
touches to Mayhem in Monsterland, their latest 
platform epic. But why, when so many are now 
working on the 16- and 32-bits, are they still with 
the C64? And why did they choose the C64 in the 
first place? 

‘We first got a C64 as a present, about 1 0 years 
ago,’ explains John. ‘From the first day we had it, 
we were creating programs on it. Granted, they 
were very bad programs, but you’ve got to start 
somewhere. We learnt Basic, then Machine Code 
and thought we could do better better games — if 
not, as good — as the ones being released at that 
time.’ 


That they did, and 
to much critical 
acclaim. ‘We’ve 
designed and 
programmed 
Cyberdyne Warrior ; 

Retrograde , 

Creatures, Creatures 
2 and Mayhem in 
Monsterland says 
John. ‘Before 
Cyberdyne Warrior, 
we were involved in a 
game called Scorpius. 

We didn’t program it, 
but we designed and 
produced the 
graphics and sound 

for it.’ Whatever way you look at it, it’s an 
impressive track record — many COMMODORE 
FORCE readers feel the Creatures games to be 
the best C64 products ever. But what inspired 
them? 

‘The main reason for programming a cute 
platform game was that we were sick of 
programming serious ‘eat-laser-death-scum’ 
games — something we’d done for the previous 
two years.’ reveals John. ‘Also, at that time, there 
wasn’t the abundance of cutesy platformers as 
there is now. The arcade games we were playing 
at the time also influenced the design of Creatures 
— Mr Wardner ring any bells?’ 


But what about the infamous, bloodthirsty torture 
screens? Who came up with the idea for them? ‘As 
with most of the ideas for our games, we botFr did!’ 
explains Steve. ‘We get a group of us around a 
table with some food and gargantuan amounts of 
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avhem, eh folks? 


liberating or uplifting 
as a fine bit of mayhem every 
now and then. To cast off the 
shackles of conformity and 
swing off on a big tangent, 
leaving the repression of livi 
in the world of the nineties far 
behind. 

There we have it, friends. 

That’s the very essence of 
mayhem. Doing things like 
dressing up as Adam Ant for 
your Uncle Tony’s funeral, or 
making a scale model of the 
toilets in St Pancras station out of Notts 
County season tickets, or giving away — 
yes, actually giving away — a brand new 
colour TV, among other things. 

To celebrate the release of Mayhem , 
we’re running a special competition. Stop 
whatever you’re doing, get those crayons 
out, and draw, draw, draw! We want to 
see cartoon strips involving Mayhem, but 
they must be tainted with the stench of 
chaos. Perhaps a picture of Mayhem 
fighting with Vinny Jones outside a 
Solihull kebab shop, or Mayhem 
performing open heart surgery on Michael 
Winner (with a tin opener and a Kit Kat, 
perhaps), or Mayhem, er, doing 
something else? The funnier the better. 

First prize is a monitor, the second 
prize is a stereo, and there are also ten runners-up 
prizes of a dinosaur. Or something. In fact, as a tie 
breaker, complete the following sentence on the 
back of your submission: 

While I’ve no doubt those Dinosaurs would look 
great on my mantelpiece, ’cause they’re obviously 
smart, I’d still prefer the TV or the stereo 
because... 

Send your entries to: Hey! Great! I reckon I could 
win a TV, a stereo or, urn, some Dinos Comp, 
COMMODORE FORCE, Impact Magazines, 
Ludlow, Shropshire SY8 1 JW. 
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AMIGA 1200 PACKS 
AMIGA CD 32 CONSOLE 



SOFTWARE P/ 

ZOOL is the software pack 
of the year. It includes: 
Zool, Transwrite, Pinball 
Dreams and Striker - 
Value £127.92. 

All Amigas from Silica 
(excluding CD 32 , A600 

Standalone and Amiga 
4000) include a FREE 
ZOOL pack as well as GFA 
Basic and Photon Paint II. 

ZOOL - Platform Title of the year - 97% Amiga Comp - Nov ’92 £25. 99 

TRANSWRITE - Word Processor and Spell Checker £49 . 95 

PINBALL DREAMS - Pinball Simulation - 94% AUI - Sept '92 £25.99 
STRIKER - Soccer Simulation - 94% CU Amiga - June '92 £25.99 

ZOOL PACK: £127.92 

GFA BASIC v3.5 - Powerful Basic Programming Language . . . £50 . 00 
PHOTON PAINT II - Powerful Graphics Painting Package . . . £89.95 

TOTAL VALUE: £267.87 




AMIGA 500m. 

CARTOON CLASSICS 



1 YEAR RETURN TO SILICA WARRANTY 

FREE DELIVERY 
PACK INCLUDES: 

• 1Mb AMIGA 500PLUS £299.99 

• BUILT-IN 1Mb DRIVE 

• A520 TV MODULATOR 

• THE SIMPSONS £24.99 

• CAPTAIN PLANET £25.99 

• LEMMINGS £25.99 

• DELUXE PAINT III £79.99 

FREE FROM SILICA (See Top Left) £267.87 


TOTAL PACK VALUE: £724.82 

LESS PACK SAVING: £525.82 

SILICA PRICE: £199.00 


AMIGA 1200 PACKS * HA o?S.Sr E 

DESKTOP DYNAMITE 

AMIGA 1200 


1 

Mb 

IRAM 

SRP X 1 

£199 

INC VAT - AMC 0592 

2 

Nb 

.RAM 

SRP X 

£229 


INC VAT -AMC 0592+ RAM 0520 J 

4 




FROM SILICA SYSTEMS - THE UK’s Nol AMIGA SPECIALISTS 


AMIGA 600 

STANDALONE 



■Jr* 

m3 



-Hjgpi 


1 YEAR ON SITE/AT HOME WARRANTY 

ON ALL CONFIGURATIONS 


FREE DELIVERY 

We are pleased to otter the Amiga 600 with 
Photon Paint II, at a new low Silica price of only 
£199, a full £100 saving off the previous price. 

PACK INCLUDES: 

• 1Mb AMIGA 600 £199.99 

• BUILT-IN 1Mb DRIVE 

• BUILT-IN TV MODULATOR.. 

PLUS! FREE FROM SILICA: 

• PHOTON PAINT II £89.95 


TOTAL PACK VALUE: £289.94 

LESS PACK SA VING: £90.94 


SILICA PRICE: £199.00 



2 


Mb 

RAM 


PREVIOUSLY 


£199 

INC VAT - AMC 0625 


PREVIOUSLY 



INC VAT - AMC 0625 + RAM 0565 


AMIGA 600 

LEMMINGS PACK 



1 YEAR ON SITE/AT HOME WARRANTY 

ON ALL CONFIGURATIONS 


FREE DELIVERY 
PACK INCLUDES: 

• 1Mb AMIGA 600, £199.99 

• BUILT-IN 1 Mb DRIVE 

• BUILT-IN TV MODULATOR .. 

• DELUXE PAINT III £79.99 

• LEMMINGS £25.99 

FREE FROM SILICA (See Top Left) £267.87 

TOTAL PACK VALUE: £573.84 

LESS PACK SA VING: £354.84 

* SILICA PRICE: £219.00 


1 


Mb 

RAM 


2 


Mb 

RAM 


PREVIOUSLY 


£219 

INC VAT - AMC 0666 


PREVIOUSLY 


£249 

INC V AT - AMC 0666 + RAM 0565 


AMIGA 600 

WILD, WEIRD & WICKED 





1 YEAR ON SITE/AT HOME WARRANTY 

ON ALL CONFIGURATIONS 


FREE DELIVERY 
PACK INCLUDES: 

• 1Mb AMIGA 600 £199.99 

• BUILT-IN 1Mb DRIVE & TV MODULATOR 

• DELUXE PAINT III £79.99 

• MICROPROSE GRAND PRIX.. £34.99 

• SILLY PUTTY £25.99 

• PUSHOVER £25.99 

FREE FROM SILICA (See Top Left) £267.87 


TOTAL PACK VALUE: £634.82 

LESS PACK SAVING: £405.82 


SILICA PRICE: £229.00 


1 


Mb 

RAM 


2 


Mb 

RAM 


PREVIOUSLY 



INC VAT - AMC 0649 


PREVIOUSLY X 



INC VAT - AMC 0649 + RAM 0565 


AMIGA 600hd 

EPIC + HARD DRIVE 


> AMIGA 

F|EPJC 


INCLUDES 

HARD DRIVE 



1 YEAR ON SITE/AT HOME WARRANTY 

ON ALL CONFIGURATIONS 


FREE DELIVERY 
PACK INCLUDES: 

• 1Mb AMIGA 600 £199.99 

• BUILT-IN 1Mb DRIVE & TV MODULATOR 

• 20Mb HARD DISK £149.00 

• EPIC -A SCI-FI ADVENTURE £29.99 

• ROME - ROLE PLAYING ADVENTURE £25.99 

• MYTH - STOP THE SPREAD OF EVIL . £1 9.99 

• TRIVIAL PURSUIT -POPULAR QUIZ .. £29.99 

FREE FROM SILICA (See Top Left) £267.87 


2ftlb 

VERSION 

+ £30 

RAM 0585 


PACK VALUE: £722.82 

PACK SAVING: £423.82 


SILICA PRICE: £299.00 


1 ham 20sC9f*C| 

INC VAT - AMC 0799 W ■ V# 


Is™ 64:: CTAQ 

INC VAT - AMC 0964 %W W V# 


1b™ 85% CQQQ 

INC VAT - AMC 0985 A* A# 


RACE ‘N’ CHASE 

MIGA 

mACE*? 1 


AMIGA 1200 




RRP X83Q 

£299 

INC VAT- AMC 1224 


PACK INCLUDES: 

• 2Mb Amiga 1200 • Nigel Mansell's 

• Trolls AGA World Championship AGA 

+ FREE from Silica (See Top Left) 


AMIGA 1500 

HOME ACCOUNTS 



PACK INCLUDES: 

• 2Mb Amiga 1200 • De Luxe Paint IV AGA 

• Dennis • Wordworth V2 

• Oscar • Wordworth Print Manager 

+ FREE from Silica (See Top Left) 


AMIGA 1200 SPECIFICATIONS 

• 68020EC Processor - 14.19mhz Clock Speed 

• 32-bit Architecture/2Mb Chip RAM 

• Amiga DOS v3.0/Built-in TV Modulator 

• AA Chip Set/16.8 Million Colours 

• 1 x 32-Bit CPU/RAM Expansion Slot 

• PCMCIA Smart Card Slot 

• 96 Key Keyboard with Numeric Keypad 


• 2 1 “ Internal IDE Hard Drive Options 

• 1 Year On-site Warranty 

HARD DRIVE OPTIONS 

• Approved 2.5” Hard Drives 

• Fitted correctly below metal safety shield 

- does not invalidate warranty 

• Fully covered by Commodore’s Official 
1 Year On-Site Warranty 

• Look for Special ’Official Upgrade’ sticker 

- Check before you buy 


HD 

OPTIONS 

20Mb 

HARD DISK 

64Mb 

HARD DISK 

85Mb 

HARD DISK 

127Mb 

HARDDISK 

209Mb 

HARD DISK 

RACE ‘n’ 
CHASE 

£379 

INC VAT - AMC 1420 

£449 

INC VAT - AMC 1464 

£499 

INC VAT -AMC 1485 

£529 

INC VAT - AMC 1527 

£599 

INC VAT - AMC 1609 

DESKTOP 

DYNAMITE 

V 

£429 

INC VAT -AMC 1721 

£499 

INC VAT -AMC 1765 

£549 

INC VAT -AMC 1786 

£579 

INC VAT - AMC 1828 

£649 

INC VAT -AMC 1910, 


FULLY 

EXPANDABLE 


FREE DELIVERY 

1 YEAR RETURN TO SILICA WARRANTY 

PACK INCLUDES: 

• 1Mb AMIGA 1500 £699.99 

• 2 x 3Y BUILT-IN 1 Mb FLOPPY DRIVES . . 

• EXPANSION SLOTS 

• PC COMPATIBILITY 

• VIDEO SLOT 

For enhanced graphics 

• PC-XT BRIDGEBOARD SUPPLIED .. £1 00.00 

• PLATINUM WORKS SOFTWARE .... £169.95 
Word processor, database, spreadsheet 

• PUZZNIC £24.99 

• TOKI £24.99 

• ELF £24.99 

• HOME ACCOUNTS £29.99 

• DELUXE PAINT III £79.99 

FREE FROM SILICA (See Top Left) £267.87 

TOTAL PACK VALUE: £1422.76 

LESS PACK SAVING: £1023.76 

SILICA PRICE: £399.00 


I Mb conn 

I ram £05929 


INC VAT -AMB 1500 


AMIGA 4000 

SPECIFICATIONS 


mm 



MONITOR 
OPTIONAL EXTRA 


1 YEAR ON SITE/AT HOME WARRANTY 

ON ALL CONFIGURATIONS 


20 


15 


10 


5- 


FREE DELIVERY 

MIPS RATING 18 7 

= Million Instructions Per Second 


8.0 


0.87 


1.42 


A600 A1200 A4000-030 A4000-040 

The A4000 runs at up to 21 times the 
speed of the A600. 

W: 


— "I 


£ 






■ 


GRAPHICS : 

• 16.7 MILLION COLOURS 

• RESOLUTIONS UP TO 
1280x512 and 800x600 

OPEN ARCHITECTURE: 

The A4000 has been designed for maximum 
flexibility providing plenty of room for 
memory & peripheral expansion. 

• 4x16/32-BIT Z0RR0 III SLOTS 

• 3xPC-AT SLOTS 

• 1x24-bit VIDEO SLOT 

POWER : 

• 1 .76Mb 3M" FLOPPY DRIVE 



AMIGA 4000 

CONFIGURATIONS 

The Amiga 4000 ‘030' and 040’ are 
available in several RAM/Hard Drive options 
from Silica Systems (please see below). All 
are fully configured and approved and carry 
Commodore's full one year on-site warranty. 
RAM upgrades are also available from Silica 
Systems. Due to current fluctuations in the 
market, please call for upgrade prices, 

PLUS! FREE FROM SILICA 

• Photon Paint II 

• GFA Basic 

25mhz 6803CL 


2s™ 80 CQ7Q 

INC VAT - AMB 3080 WW ■ 

4;, 120 cinq 

INC VAT -AMB 3120 A* 1 W W 

9 

4sw 214 pi IQ 

INC VAT - AMB 3214 A* 1 1 W 

9 

4s™ 340 C1QQQ 

INC VAT - AMB 3340 A* 1 W W 

4s™ 540 ClfiQ 

INC VAT - AMB 3540 A# 1 V 

9 

25mhz 68040 

6s-™ 80 CIQdQ 

INC VAT - AMB 4080 IV iV 

6s-™ 120LC20Q 

INC VAT- AMB 4120 A*fci\9^9 

9 

6s™ 214 C010 

INC VAT -AMB 4214 A»B 1 W 

9 

6s™ 340 P2WQ 

INC VAT - AMB 4340 A*Ai W W W 

6s™ 540 COfiQ 

INC VAT - AMB 4540 A*Ai W W 

9 


RAM UPGRADES 

CALL FOR PRICES 


CDTV ADD-ON 

FOR A500 or A500plus 

•im i dinizni 1 


AMIGA ©0 

32 -BIT CD-ROM CONSOLE 



FREE FROM SILICA: 

• Lemmings -Award Winning Title RRP £34.99 

• Hutchinsons Encyclopedia CD RRP £29.99 

• Sim City - Classic Simulation RRP £29.99 

• CDPD - 600 Public Domain Titles RRP £19.99 

WORTH NEARLY £115 



• Enables your Amiga 500 to run CDTV software 

• Plays normal audio CD discs 

• Storage capacity equal to 600 floppy disks 

• Transfer time 153Kb/second 

• Compatible with CD + G and CD + MIDI formats 

• Compatible with ISO9660 standard 

• Some old A500s need modification - call for details 


HALF 

PRICE 

vCDTV 

\ J INTERACTIVE 
S MULTIMEDIA 


RRP 

£149 

INC VAT - CCD 0570 


Cf approved 

Silica Systems are a fully authorised 
Amiga dealer. We can upgrade 
Amiga 600 or 1200’s with hard 
drives, for new or existing owners, 
without affecting Commodore’s 
official on site warranty. We offer 
other upgrades and repair service for 
A500 and A500plus computers. 

UPGRADES & REPAIRS 

Latest test equipment 
20 trained technicians 
I.OOOs of parts in stock 
FAST, 48 hour service 
We can collect (E5+VAT) 

FREE return courier 
All work guaranteed 

CALL FOR A PRICE LIST 


FREE DELIVERY 

• 32-BIT POWER 

The world’s first CD-ROM console to use 32- 
bit technology, 4 x faster than a 68000 CPU 

• CD QUALITY STEREO SOUND 

• 16.8 MILLION COLOUR PALETTE 

• 256K MAX COLOURS ON-SCREEN 

• GAMES FROM BELOW £20 

• PLUGS INTO A TV OR MONITOR 

• PLAYS MUSIC CDs 

• DUAL SPEED 

Transfers data almost twice as fast as 
ordinary CD-ROM drives 

• MULTI-SESSION 

Recognises ALL data on CDs, even if the 
information has been added after the initial 
pressing 

• FULL SCREEN VIDEO-CD 11/93 
Via an optional extra module which allows 
you to watch films on the CD32 - compatible 
with the latest Video-CD standard, endorsed 
by JVC, Matsushita, Philips and Sony 

• 2Mb RAM 

•11 BUTTON CONTROL PAD 

• 2 FREE CD TITLES 

• OSCAR • DIGGERS 

• COMPATIBLE WITH 26 CDTV TITLES 

OVER 45 TITLES EXPECTED BEFORE CHRISTMAS ’93 


Amiga 
CD32 
+ 2 FREE 
CD TITLES 


£299 

INC VAT - CCD 3200 


ALL PRICES INCLUDE VAT - DELIVERY IS FREE OF CHARGE IN THE UK MAINLAND 


070993-1030 


if % ! H j 

! " ESI 8 


oi 


Before you decide when to buy your new Amiga computer, we 
suggest you think very carefully about WHERE you buy it. Consider 
what it will be like a few months after buying your Amiga, when you 
may require additional peripherals or software, or help and advice 
with your new purchase. And, will the company you buy from contact 
you with details of new products? At Silica Systems, we ensure that 
you will have nothing to worry about. We have been established for 
almost 14 years, we are Amiga specialists and are a Commodore 
approved dealer. With our unrivalled experience and expertise, we 
can now claim to meet our customers’ requirements with an 
understanding which is second to none. But don’t just take our word 
for it. Complete and return the coupon now for our latest FREE 
literature and begin to experience the “Silica Systems Service”. 

• COMMODORE APPROVED UPGRADES: 

Official Hard Drive upgrades with WANG on-site warranty. 

• FREE OVERNIGHT DELIVERY: 

On all hardware orders shipped in the UK mainland. 

• TECHNICAL SUPPORT HELPLINE: 

A team of Amiga technical experts will be at your service. 

• PRICE MATCH: 

We match competitors on a “Same product - Same price” basis. 

• ESTABLISHED 14 YEARS: 

We have a proven track record in professional computer sales. 

• £12 MILLION TURNOVER (with 60 staff ): 

We are solid, reliable and profitable. 


Volume discounts are available. Tel: 081-308 0888. 

SHOWROOMS: 

We have demonstration and training facilities at all our stores. 

THE FULL STOCK RANGE: 

All of your Amiga requirements are available from one supplier. 

FREE CATALOGUES: 

Will be mailed to you, with special reduced price Amiga offers, 
as well as details on all Amiga software and peripherals. 

PAYMENT: 

We accept most major credit cards, cash, cheque or monthly 
terms (APR 29.8% - written quotes on request). 


SILICA 

SYSTEMS 
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SILICA SYSTEMS IS A DIVISION OF PRODIS PLC 


MAIL ORDER: 

Order Lines Open: Mon- 


1-4 The Mews, Hatherley Rd, Sidcup, Kent, DAI 4 4DX 

Sat 9.00am-6.00pm No Late Night Opening 


Tel: 081-309 1111 

Fax No: 081-308 0608 


LONDON SHOP: 

Opening Hours: Mon-Sat 9.30am-6.00pm 


52 Tottenham Court Road, London, W1P OBA 

No Late Night Opening 


Tel: 071-580 4000 

Fax No: 071-323 4737 


LONDON SHOP: 

Opening Hours: Mon- 


Selfridges (Basement Arena), Oxford Street, London, W1A 1AB 

Sat 9.30am-7.00pm Late Night: Thursday - 8pm 


Tel: 071-629 1234 

Extension: 3914 


SIDCUP SHOP: 

Opening Hours: Mon- 


1-4 The Mews, 

Sat 9.00am-5.30pm 


Hatherley Rd, Sidcup, Kent, DA14 4DX 

Late Night: Friday - 7pm 


Tel: 081-302 8811 

Fax No: 081-309 0017 


ESSEX SHOP: 

Opening Hours: Mon- 


Keddies (2nd Floor), High Street, Southend-on-Sea, Essex, SSI 1LA 

Fri 9.30am-5.30pm (Sat 9.00am-6.00pm) Late Night: Thursday - 7pm 


Tel: 0702 468039 

Fax No: 0702 468039 


To: Silica Systems, CFORC-1 04-1 193, 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DAI 4 5SX. 


PLEASE SEND A 64 PAGE AMIGA COLOUR CATALOGUE 


Mr/Mrs/Miss/Ms: Initials: Surname: 

Company Name (if applicable): 

Address: 


Postcode: .. 

Tel (Home): Tel (Work): 


Which computer(s), if any, do you own? 104N 

E8cOE - Advertised prices and specifications may change - Please return the coupon for the latest information. 
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• So it’s arrived, then? 

One of the most talked 
about — not to mention 
original — games of all time, Lemmings 
is something else. You could shove it 
into a category, call it a God or strategy 
game, but it’s still the nail-biting 
amount of playability that makes it so 
special. Unlike the Spectrum version, 
C64 Lemmings has up to the maximum 
100 potential suicides of the Amiga 
version on-screen at any one time — 
Sir Clive’s little baby could only handle 
20. It even sounds well; Jereon Tel’s 
marvellous tunes are, although a wee bit 
cute, nevertheless very listenable. In 
fact, I’m so impressed by ’64 Lemmings , 
I’d go as far as to say this is the best 8-bit 
version I’ve seen — even its multiload is 
bearable. In fact, why are you reading this 
now? Why aren’t you nipping 
out to buy it? Miss this, and 
you’re letting a piece of • 
software history pass you by. 




A Lemmings orgy. Well it’s got to be, 
hasn’t it? What else could they be doing? 

I could gripe about the fact there’s never more 
than thirty Lemmings to a level, but that would 
over-complicate things. Okay, here’s one that 
never fails — multiload. Get outta this one, 

Alter Developments. Oh no (no pun intended, 
honest)! Lemmings has the least officious 
multi-load in history, because when you reach 
a level, you stay there until it’s completed. 

Ail right, so loading’s bit of a drag at first, as 
early levels are so simple, but once you get 
into the tougher ones it fades into 
insignificance. Just remember to write down 
those passwords and make a note of 
each level’s position on 


The 

rrows signify 
t his rock can 
only be 
tunnelled 
through in 
one 

direction 


The exit. 

This is where 
Lemmings 
should be 
guided. What lies 
beyond is a 
mystery to 


us 
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Heh heh! 

Possibly 
one of 

Lemmings’ k J|| _~fl 

most r 

moments!. ; \ 

Lemmings is a ‘ 

There’s only one thing that really goes against it: 
the timing. The original game’s been popular for 
nearly four years, so the whole thing’s just a bit 
old hat. There was even a Spectrum version way 
back. 

Recent 'Work In Progress’ features gave some 
reasons for its delayed C64 debut, but the question 
remains — do we still need Lemmings ? In my 
opinion (and that of most readers, judging from the 
mail we get) the answer is ‘yes’. It’s a classic, totally 
original when first released and nothing’s come close 

since. Even Lemmings 2 
on the Amiga doesn't 
have the same charm as 
its predecessor, 

C64 Lemmings a spot- 
on con-version of a com- 
puting 
legend. 
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\ | Later, I did some tests ■ 

f- \ C64 of all things — but 

f | \ \ eventually Dave Jones took up 

\ I j\ 1 the challenge on the Amiga, and 

J history was made.’ Did Mike 

' — \ — I — I think Lemmings would be as 

successful as it has been? ‘No.’ he says. ‘Okay, we 
thought it would be big, but not... BIG!’ 

Finally, we enquired about Psygnosis’ reaction after 
first seeing Lemmings. Mike confidently answers ‘If 
you remember most people’s reaction when they first 
saw it, it was much the same with Psygnosis. One big 
“WOW, COOL.’”. You can’t really say much more 
than that, can you? 

Finally, we managed to get in touch with a fellow 


on a 


hundreds of little men walking up to a gun and getting 
shot. A guy called Gary Timmonds then added some 
other men, touched up the animations and then we let 
others see it. Russel Kay — the programmer of PC 
Lemmings and Lemmings 2 — was somewhat 
amused and was sure there was a game in there 
somewhere. Fie then did some tests — Lemmings 
walking around, falling etc, and this was shown to 
Psygnosis at one of the computer shows in London. 


§he man behind Lemmings, so to speak, is an 
individual known as Mike Dailly of DMA 
Design. We asked him how the idea was 
formed, to which he responded: This one’s in the 
history books by now, but if you’ve lost yours I’m 
sure I can let you know. . . 

‘One lunchtime around August 1 990 I was 
occupying my time by creating a small Dpaint 
animation. It was only eight frames, but had 


"uUitr & 


far being cynical. Convert 
lemmings tactile 
Impassible. Or sa it 
seemed. E4&E saftivare s 
canversian af the ariginal 
Amiga classic is every bit 
as gaad as we # d hoped it 
to be. 

&E Software (formally Alter Developments) 

have just put the finishing touches to 


extensions, controversy and, of course, the 
departure of Nikaj Ejik, they’ve managed to make it 
— in our opinion — the best 8-bit version of the 
DMA Design(ed) classic- After all the its and buts, 
it's finally ready, but, with the benefit of hindsight, 
would the team do anything differently? 

'I would’ve seen to it that the communication 
between the members of the team — and 
Psygnosis — would be better,’ admits Remi, Tm 
sure things could have gone a lot smoother; 

Thomas, on the other hand, is more concerned 
with the technical side of things. ’For a start I'd 


as seven in the morning, having worked through 
the whole night,’ reveals Thomas, ‘only to find the 
disk I'd been saving all my essential code on had 
corrupted/ 

Remi, on the other hand, reveals a more 
optimistic attitude. ‘Not really. Of course, there 
were moments where things just didn’t seem to go 
the way we’d have wanted them to go. but I never 
stopped believing we were able to pull it off/ 

Jeroen sums it up in a single word: ‘No/ 

Wo asked the team about the biggest problem 
they encountered during production, ‘Squeezing as 
much as possible into the memory — every bit is 
used/ says Thomas, with Jeroen also having 
suffered technical difficulties. ‘Separating the audio 
data from the audio driver/ explains the tunester. 
Usually these are loaded into memory at the same 
time. In Lemmings , the driver is loaded once while 
the data is loaded in every level. This was needed 
to save disk space/ Thomas’ response is a little 


have used a PC with Cross Assembler and port 
everything down to the C64. instead of the four 
C64 set-up I’m using at the moment/ 

But did the team ever have their doubts about 
the conversion? Were they ever tempted to throw 
the towel in and call it a day? ‘Yes, on times such 


Reims 
Rte in i ! 


Graphicer Musician 
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\ ^VH<nown as Greg Duddle. 

Viwiiii^He’s the Producer of 
Lemmings, and has been involved with more 
games than most people have eaten hot dinners. 
Having heard about E&E’s excuses (Remi’s in 
particular), we asked him what it was like to be 
working with the team. ‘Remi and the others!" 
Hmmm... although a decent, likeable bunch and 
very competent on the C64, they were 
notoriously difficult to pin down to any kind of 
deadline — “it’s almost ready, it’ll arrive on Friday 
etc’”. Finally, we enquired if working on C64 
Lemmings had affected him in any way. ‘Aaargh!’ 
he said 1 can’t believe it’s over!’. Whatever could 
he mean...? 


Leon had to make as programmer and graphical 
respectively? Thomas answers ‘Having to 
squeeze the five-screen Amiga levels into two 
screens on the C64 — you could say they’re 
completely new levels. Also having to leave out 
some levels and traps due to memory 
restrictions; Leon, again, is preoccupied with 
golden hues ‘Creating colourful levels with only 
four colours; he says, echoing many a graphic 
artist’s dissatisfaction with the C64‘s limited 
palette. 

But would they do it all again? Remi’s 
indecisive 1 think so. .. or. ; is a sharp contrast to 
Thomas’ quick ‘Get real!* However, Leon’s far 
more positive about the project, responding 
‘Certainly!; m a similar manner to Jereon’s 
‘Absolutely!’ 

We don’t know about you lot out there, but if 
this is what the E&E guys can do with their first 
ever piece of commercial software, we eagerly 
await future productions... 


more colourful. Only having two different colours 
out of a pallet of four to create a light source on ail 
the objects and grounds;, with Remi cheekily 
admitting Trying to find new excuses to keep 
Psygnosis happy and interested!’ 

Obviously, fitting every element of the Amiga 
original into the C64 version would be nigh- 
impossible. What where the most difficult 

compromises Thomas and 
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THIS GAME HAS BEEN 
CERTIFIED TOO CUTE! 
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★ Super-fast full screen scrolling ★ 


★ Fully interactive soundtrack & SFX ★ 


★ Amazingly detailed graphics ★ 


★ New non-standard colours ★ 


★ Not available in ANY shops ★ 


From the makers of Creatures and / mmfk 

Creatures 2 comes probably the [9 
\ greatest platform game ever [ 

\ created for the C64; Mayhem V \ 

\ in Monsterland is an intriguing \ 
blend of fast, frenetic platform \ 
action, with five wickedly cute N. 

I levels to explore. Featuring the 

cutest dinosaur ever to emerge from the 
/ Jurassic period, you’ll soon forget all about 
Italian plumbers and spikey blue hedgehogs. 


POST CODE 




PLEASE SEND ME MAYHEM IN MONSTERLAND (TICK RELEVANT BOX) 

G CASSETTE £8.99 □ DISK £9.99 PRICES INCLUDE P&P 

Send to: Apex Computer Productions Ltd., PO BOX 100, South Ockendon, 
Essex, RM15 5HD. Please enclose a cheque/postal order made payable to 

APEX COMPUTER PRODUCTIONS LTD. Allow up to 21 days for delivery. 

NAME 



ADDRESS 
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In a world where 1 ; 

money talks, not to jp 

mention an industry 11 

where it also sings, || 

dances and plays a 4 

variety of musical li 

instruments it's good to 
see there's still some 
people in it for pleasure at 
the expense of profit. 

MILES 'JINGO — THAT'S 
VERY REASONABLE FOR THE 
PRICE' GUTTERY pulls on his 
bargain-boots and wades 
into Binary Zone's new PD 
compilation... 

Y ou may be thinking there’s a lack of 

software around for the C64 these days. Of 
course it would be silly to suggest the 
scene to be as prolific as it was. The heady days of 
the late eighties when C64s really were number 
one are now truly behind us but, despite the steady 
decline in quantity (though not necessarily quality) 
of commercial software over the last 18 months, 
there’s still one area thriving, probably more than 
ever before — Public Domain. That’s where many 
of tomorrow’s main programming bods are today. 
Gaining experience, sharpening up their routines 
and, most importantly, getting ‘heard about’. 

You’re sure to have read Public Sector in which 
our good mate from the land of clogs and dykes, 
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Galaxian and a playable enough (or at least as 
ever it was) rendition of Pong. You know the one 
— each player has a bat either side of the screen, 

■ the idea being to hit a 

‘ball’ back and forth until 
someone misses. 
Forgettably enthralling, 
character block 
graphics ‘n’ all. There’s 
even a Donkey Kong 
variant, but I don’t 
remember DK being so 
blimmin’ hard! Barrels 
and fireballs come at 
such a rate it’s unlikely 
you’ll ever get to Kong, 
let alone rescue that 
poor damsel. 

Inevitably there’s a 
sprinkling of SEUCK- 
’em-ups lurking 
amongst the other titles, 
ranging from deeply dull to the quite impressive. 
Most visually pleasing is Grod The Pixie. 

Beautifully sculpted backdrops add a lot to fairly 
unchallenging gameplay. There’s also one or two 
from the man himself, Alf Yngvie. 


the eminent Remi Ebus, writes about the latest 

demos to check out. These usually involve spanky 

visual and/or sonic effects, to which you sit there 

and say 'Cor, 

that’s a bit 1 

clever!’. But 

that’s all you do if j [ : !j 

— sit there. 

Fortunately % ' S [ 

there's more to ; 

PD than snazzy k M 

demos — it’s fj| Snybi ® jgPlt |p|| 

also a rich it jji JpSI Jp 

source for R SBhBMp* T fT'-f 

cheap, original K IjijFi* { % '■ f Mp 

games. In If ■ 1 JPP ® 

recognition of jj| Jjjji ^jp ^ jj|8 

this top C64 PD |B fj 

suppliers, Binary m 1 j£* J§ 

Zone, have 

compiled 42 § '/ 2 1/ | § ny 

playable games 

on one tape, all for the nominal fee of six quid 
(that’s 14.286 pence per game if you’re interested). 

As you’d expect it’s a pretty mixed bag. 
Something for everyone you might say. Homage is 
payed to crusty arcade/console ‘classics’ with 
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compresses your opponents screen. It’s only let 
down by slightly unresponsive controls, but still * 
good blast. The third is Rotations, but unclear 

graphics and frustratingly-slow play kill it stone 
dead. 


iM^uyni uui, muugn; one pnrase it came up with 
was Throw out the gauntlet’ — yes, well... Still, if 
you’re bored stiff it’s something to do, I s’pose. 

which the monsters will attempt to mend .^However, 
while they’re making their repairs you can sneak up 
and blat them. Once you kill all the enemies on one 
screen, you start again with more monsters. 


\ Tele a Tetris 

Mw A couple of adventures rear their texty 
jj|k heads on side two, Haunted Mansion 
jy® being the better of these. Don’t get 
J|H over-excited, though, as it’s a pretty 
■ mediocre affair with very poor 
responses, a limited vocabulary (it 
didn ’t even seem to understand 
T ‘EXAMINE’!) and not much to see. If it’s 

1 puzzles you’re after then three Tetris 
■ clones are on offer, the best of these 
|| being Twister. It looks fairly sedate 
but this belies a fiendishly-challenging 
and addictive little number. Ten skill 
levels are certain to keep you going 
for that extra line or two, making it without doubt 
the pack s most outstanding title. Another variation 
on the theme is Vioris. Its clear, uncluttered play 
area is attractive and there’s the added bonus of a 
two player mode, in which creating multiple lines 


Novelty value comes in the form of Creapera nd 
Creaper 2. The games themselves are completely 
and utterly naff, but quite amusing as backgrounds 
and sprites are directly lifted from the Creatures 
games (Probably — Legal Ed). Play consists of 
walking to and fro on a static screen collecting 

items while avoiding baddies — Clyde wouldn’t be 
amused. 

For the dictionarily-minded there’s a couple of 
word/phrase guessing games. There’s Hangman 
— everyone knows that one 


and The Name 


Monster Panic's not bad but a bit jerky and 
sluggish. 

Without wanting to slate the pack (42 games for 
six smackeroonies — c’mon) there’s 
no getting away from the fact that, 
apart from the Tetris-Wes, one or ’ f ^ 
two SEUCKed efforts and a couple I 
of others there’s nothing here to \ 

keep you playing for more than a (j! f 

couple of minutes. It’s very cheap 
but, for the 

mostpart, J 17 f F i T 

not ail that ffMIBllKs 4# • WH/ 
cheerful. * t — sZ-J J L 
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Despite 
the name 
the game 
doesn’t 
smell half 
as bad as 
it looks! 


Hey, we’re getting good at these duff headings, 
aren’t we? Nevertheless, it’s always very difficult 
to rate individual PD 


games or collections. Could 
you compare any of it to, say, Alien 31 Or 
Lemmings' ? The list could go on and on. PD is 
cheep, cheerful and a laugh. However, it can’t 
compare to well-written full-price software, and 
that’s why PD Games Tape 2 is rated 65% — it’s 
an above-average compilation, but ignore the 
50% fillers and you’ve a distinctly smaller 
collection of games, some of which you’ll play 
more than once. Also, even though you get a fair 
amount of code, six pounds is quite a bit of 
money to pay for PD . . , 
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• In a time 
before 
platforms 
the world 


darkness. 
Then came 
Kong and 
we saw 
the light. 
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; {again! ??>$&& So Happened 
To Be Passenger Ed) and 
secondly Lemmings , we’ve gotten together wit 
Psygnosis to bring you another great 
opportunity to grab a load of free loot. 

So (sob), there I was, driving merrily along c 
my way to work, the sweet melodies of The 
Georgia Satellites billowing from the stereo. 
There’s nothing like cruising to some cool 
sounds with the highway stretching ahead of 
you, then KKERUMP! Some dope had parked 
right in the middle of the road and yours truly 
obligingly ploughed straight into him. My lovely 
S’ new car now resides at the local garage, a 
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chance — just think up an answer to our little 
Lemmings - related one-liner: 
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The least cringeworthy ten 
our good selves and the send^ f 
rewarded. Send your entries tcV*j 
Oh dear, they really are scrapib 
of the barrel for these competiticL 
COMMODORE FORCE, Impact 1 
Ludlow, Shropshire SY8 1JW. 





















nching the long awaited C64 version of 

"LIVERPOOL" THE COMPUTER GAME 

acclaim. Based around the world famous 
Club, Grandslam have put together the 
otball Game for all you eager C64 owners. 

xperiencing difficulty in finding o 
software including the 93% and 91% 

"NICK FALDO'S CHAMPIONSHIP GOL 
Just ring The Sales Hotline on 081-680 7044 f 
your nearest stockist and we'll make sure you don't miss 
out on the hottest sports simulation seen this year 

on the good old C64. 


GRANDSLAM VIDEO LTD. 

GRANDSLAM HOUSE. 3 RATHBONE SQUARE, 
28 TANFIELD ROAD. CROYDON. CRO 1AL. 
TELEPHONE: 081-680 7044. 







by way of an elaborate plan — trapping it and 
submerging it in molten metal. 


It's hardly sociable, is it? 

To jump onto someone's 
face and impregnate them? 
Or, come to think of it, 
ripping them apart in a 
single flick of a tentacle! 
Aliens are a nasty bunch 
and should be wiped out on 
sight. JAMES 'FACE 
HUGGER' PRICE sets his 
flamethrower on Deep Fat 
Fry... 

ook, it’s not a bad thing to play games on 
other systems, okay? Rarely a day goes by 
without us receiving a letter that condemns 
every console/1 6-bit game in existence. 

Personally, I’ve always believed that each system 
has its merits, and to dismiss every other format... 
it’s just pointless, right? The C64 has a massive 
software base, with some of its titles head and 
shoulders above other machines’ efforts in terms of 
playability, design and general excellence. These 
days, multi-format releases are commonplace; on 
the C64, they tend to be a little dodgy due to the 
fact they’re cut-down versions of games designed 


So here’s the real laugh of the day; in C64 Alien 3 , 

Ripley’s absolutely loaded with weapons. 

Flamethrowers, repeater rifles, 

grenades... you name it, she’ll 

blow up an alien with it. Of which, * £ 

coincidentally, there are many — 

the one critter of the film appears j , * 

to have become literally hundreds 

during the conversion. Through nine- 

or-so levels, Ripley has to avoid (or 

destroy) the alien menace while finding 

and rescuing trapped prisoners. 

A tight time limit counts down 
while she moves — and she 
X moves well. Through the 
> multidirectionally-scrolling 
areas> Ri P |e y runs ’ shoots 
and climbs in a well 
' animated (if a little rough- 
looking) 

”***imi - manner; the 
'Wff: aliens are 

also fairly 

— ^ well-defined. 

Ill Alien 3s back- 

/ grounds are 


fzr~: 


two previous Alien films), Newt (a young girl 
rescued in the previous film), Bishop (a simulant 
partially killed by the alien queen in Aliens) and Sgt 
Hicks (a member of the doomed team of marines in 
Aliens) crash down on the prison planet 
known simply as Fiorina 161. Hicks and 
Newt die instantly; Bishop is, due to 
the fact the planet is devoid of 


technology required to repair him in any / 
way, effectively dead as well. Ripley is / 
rescued by the prisoners and their small / 
contingent of supervising officers, and f:ji; 
spends a week recuperating in the 
prison’s infirmary. After recovering 
sufficiently, Ripley becomes 
convinced that a Face Hugger — a 
creature responsible for the forcible 
(and subsequently fatal) V S 3 

impregnation of the alien seed — was | lr§ 
aboard her craft before and during the I \ 
crash. Unbeknownst to the unfortunate 
alien-killing veteran, that very creature 
escaped immediately after the collision with the 
planet, and infected a dog. 

Unfortunately, Fiorira 161 is devoid of any 
potential alien-wasting weapons, leaving the 
prisoners vulnerable. Picked off one by one, they 
eventually dispatch of the Giger-designed creature 


TM^I^US £12 T l*JE NTIETH CEWT URY 

FILM CORPORATION :»• 

RLL RICHTS RE5ERUED. 

<5*1^2 ACCLAIM ENTERTAINMENT, INC 

PftOCRAMtlED E-V f F;OE=E SOFTWARE LTD 


specifically for other — mainly 1 6-bit — systems. 
Of course, there’s an exception to every rule; 
releases such as Robocop, Navy Seals and others 
have been far better than their counterparts. 

Which, quite neatly I feel, brings us onto the 
subject of Alien 3. Having been released on the 
Mega Drive and SNES to much critical acclaim, it’s 
now available for the C64. It compares favourably. 

In the Alien 3 film, Ellen Ripley (heroine of the 




abs»W 

loaded 

vrcapi 



• Wow! After playing this (f \ { 

on SNES, Megadrive and 
Amiga I was a little dubious 
as to how well the C64 would cope, but 
concern turned to relief seconds after 
taking up the joystick. Instead of turning 
out a poor, formula effort bearing no 
I relation to its classy 1 6-bit big brothers 
(Addams family anyone?), C64 Alien 
| 3’s a straight conversion of the Amiga 
game (almost — level layouts vary a 


| job Probe have done — retaining all the 
game’s atmosphere with slick sprites, 

[ quality animation, all set in a dank, 
claustrophobic game world faithful to 
the film (are you sure about this Miles? 
— Ed). Ripley has an impressive array of 
firepower but it’s up to you to decide 
what’s best and where. Basically, Alien 3 
proves the ol’ 64 can still mix it with the 
best of them — it’s a first-class 
tie-in, grade-A conversion . 
and wicked action adventure • Jr flJ/ 
no gung-ho xenophobe J j ^ 
should neglect to own. 


Lethal but 
slow, this 
weapon’s one 
for 

emergencys 

only. 


Slow but 
devastating 
— useful 
against the 
three 

gaurdians. 


Fires rapid 
bursts of 
mildly 
powerful 
shots. 


Has a short 
firing range, 
but works 
wonders in 
close-up 
battles. 


One thing that DID bug us about Alien 3 
is that, when Ripley slides (above), it’s a 
slow and ponderous happening. Surely it 
could’ve been a bit faster, yes? 

- at times — stunning, providing cosmetic 
excellence while not impeding the main flow of the 
game. 

• ilm licences became big business around 1985, 
when software houses began to realise just how 
lucrative movie tie-ins can be. Sadly, the quality of 
the actual games was frequently neglected; glossy 
advertisements, packaging and — of course — the 
well-known name often disguised 

iplayable software with little in 
common with their cinematic 
subject matter. If we’re 
honest, quality film-based 

I games are few and far 

between 


you know 
what? Alien 3 is one of the 
^pjp^ lew'. It doesn't follow its 

quite the opposite in fact 
— and despite its obvious 
technical excellence, it’s glitchy in places. But with 
:ts large amount of options, surprisingly 
unobtrusive multi-load and large, well- 
designed levels, Alien 3 s a winner. 

It sounds good, it’s large and 1 

challenging... in fact, I’d go back 
and play it for a while longer if it 
wasn’t forthis damn 


Hey! This is a big caption, isn’t it? What 
literary gems can I write here, I wonder? 
If only Clive left small spaces, like that 
nice Claire woman. Ahh, but that’s just 
life, I suppose. Now where was I... 


GREAT TITLE 
SCREEN, MANY 
OPTIONS 


II SUPERB 
% BACKDROPS, 

J GOOD ANIMATION 

I ■ ■ 

4 SUPERLATIVE 


COMPULSIVE 


THREE SKILL 
SETTINGS 
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encountered the deadly Xenomorph menaces for 
the last time in the doomy, gloomy Alien 3. Though 
audiences didn’t respond well to Sigourney’s 
swansong movie, the 42-year-old actress 
maintains that the film turned out exactly as she 
had hoped it would. ‘We all gave it our best shot,’ 
she shrugs. ‘But the pressure was too great to 
equal the commercial success of the previous 
movies.’. 

According to Weaver, there wasn’t any given 
time when the Alien masterminds just said, ‘Oh, 
let’s just do another one’. It was a very slow 
process and a long struggle to get the project going 
in the first place. 

‘Clearly, audiences wanted more after the huge 
success of Aliens, but we approached it with a 
great deal of trepidation because the first two 
movies were so successful and so well done — 
everyone was worried that the third wouldn’t 
measure up to the high standards set by Ridley 
Scott and James Cameron. It took a long time 
figuring out what story we should tell and what 
elements we would try and duplicate.’. 

‘We all decided early on that Cameron had done 
guns so brilliantly it would be best not to reprise 
that aspect, only when we could come up with an 
original idea and a wonderful director to match did 
we all agree to go ahead.’. 

According to Weaver, Fox Initially approached 
Ridley Scott to direct Alien 3 , but he was busy in 
pre-production on his Columbus epic, 1492 
Instead, they found that wonderful director’ in 
Vincent Yard, the eccentric and hugely talented 
film maker responsible for the much praised 
medieval fantasy, The Navigator. His input was to 
set the film on a prison planet and stir in lots of 
religious themes, and an unusual Gothic 
atmosphere. 

‘Ward’s concept was very original, and an 
arresting one as far as I was concerned,’ says 
Weaver, ‘but for various reasons, he felt he could 
not stay with the production. To be frank, I think he 
never really wanted to make an Alien picture in the 
first place. There’s a big responsibility aside from 
just telling a story. Perhaps he didn’t think he was 
up to the demands. I don’t know...’ 

A replacement was eventually found in pop 
video director David Fincher, who was very young 
but keen to tackle the enormous responsibility. 

The directors have always been the stars of each 
Alien movie, really,’ states the actress, ‘and until 
we found the right genius, the Alien 3 project never 
felt set. Only when Fincher appeared did we feel 
we were in good hands. 

The first words out of his mouth were, ‘Shave 
Ripley’s head!’. And I knew instantly he wasn’t 
going to be a quiet and undaring director. To be 
honest, I was busy having my baby, Charlotte, 
during the elongated pre-production period, so the 
longer it took, the happier I was.’. 


At the end of the third (and 
quite possibly last) Alien 
film, viewers saw Ripley — 
actress Sigourney Weaver 
— die. Bearing in mind 
Ripley's importance in the 
films, is this the end of the 
Alien as we know it? What 
does Sigourney think 
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investigates •••■ 

‘I like playing women who are isolated from others 
says Sigourney Weaver, ‘Women who are aloof 
from society. I’ve never wanted to play wives and 
mothers. Give me the role of a psychotic or a 
villainess any day!’. 

Her most famous role is — of course — that of 
Warrant Officer Ellen Ripley, full-time alien-hunter 
and the thinking sci-fi buffs pin-up. As the sole 
survivor of the doomed spaceship Nostromo, she 





involved in some important production decisions. 
The pressure from the studio was the hardest,’ she 
sighs. ‘I’d be on the telephone practically every day 
asking them to reduce it and give us more 
breathing space, because we were under enough 

- strain as it was.’. 

The film’s single 
most controversial 
scene is the bleak 
ending, but according 
to Sigourney it's not 
such a big deal. ‘What 
"5 you see is what you 
get,’ she shrugs. 

Sure, the climax did 
j resemble Terminator 
2 , but we didn't 
change it. We got wind 
of the Trending just 
as we started principal 
shooting. We 
smuggled a copy off the set and read it. In the 
earliest script draft. Ripley just took the slime dive. 
But eventually it was felt that Alien 3 had to finish 
with the two most powerful icons of all three 
movies taken as a whole — Ripley and the chest- 
burner. We decided that would be Alien enough 
and couldn't be related to any other film.’. 

'Vincent Ward had an ending where Ripley 
choked up the foetus, got back into a space vessel 
and went away. I though that was ridiculous. There 
was something very depressing about her heading 
off in a shuttle again. The ending as it stands 
seems to me to be the correct one. Survival has 
lost its allure. This is her destiny , she saves the 
world. She kills the last Alien. She makes the right 
choice.’. 

In the end she says that what she admired most 
about the character of Ripley was the fact that she 
is so cool-headed and never panics. She never 
thinks about what could go wrong, and has been 
such a privilege to play because she is totally 
different from me. She’s a comforting presence 
and great company. Til miss that. But there’s only 
so much bad luck a person should have, and she 
has reached her limit!’. 

While Sigourney’s Alien involvement is over on 
the acting side, she may yet co-produce the next 
far-off sequel. Fox definitely has a script for an 
Alien VS Predator spin off. but that may have to 
wait until other avenues are exhausted. 

There are so many strands to explore,’ she 
says. ‘What is the Alien doing wrong? Where does 
it come from? What does it want from the human 
race? How does it communicate? I’d like to see all 
these ideas developed. To my mind, the Alien 
image is anything that terrifies each of us on a 
highly personal level, manifested as the ultimate 
indestructible nightmare.’. 


As for it being cast with mainly British 
performers, Sigourney thinks that the actors’ 
regional accents pose more of a problem for British 
audiences than the Americans when it comes to 
being able to take the film seriously. The 
Americans love it,’ she smiles, ‘although I do keep 
getting asked what a 
‘w*** Y is!* 

Early press reports 
stated that Weaver 
refused to sign on the 
dotted fine until she was 
paid the sum of £2.5 
million (she only got 
£18,000 for Alien ) and 
was given complete script 
approval. She explains, 

'What I actually said was 
that I love the character of 
Ripley and want her to do 
something she hasn’t had 
the chance to do before. 

Certain things are built into an Alien script: Ripley 
has to say, ‘There’s an Alien here’ and no one will 
believe her. Within that framework I wanted Ripley 
to have a different set of circumstances and the 
writers came through brilliantly.’. 

‘For a long time in Alien 3 , she’s the Alien herself 
— despised, feared and outcast. That's the one 
reason she’s not afraid of these men. The system 
has thrown her onto the garbage heap as well. The 
whole idea of starting life again by having her love 
affair with Charles Dance and making her deal with 
her illness and mortality was all new material for 
me, which I found extremely challenging. Selfishly, 

I wanted those new challenges to interest the 
actress within me while adhering to the basic 
storyline.’ 

According to Weaver the third Alien movie is ail 
about motherhood. 'With regards to the sexual 
politics and possible AIDS analogy, it’s not for me 
to say what Thames people see in this movie,’ she 
says. ‘While it was hard not to think of AIDS while 
shooting the picture, that goes for every movie in 
general these days. Motherhood is the through- 
line. It was Fincher’s idea to make the ending a 
tender, not brutal one. It may be an Alien Queen 
foetus that Ripley is carrying, but it is still her child. 

I wanted to be a mother for a while until I was 
successful at it. And I wanted Ripley to have a 
normal life as much as possible. That tension 
between normalcy and clearly not being able to 
have it brings Ripley into an intimacy with the Alien 
that the writers and I talked about a lot. The irony 
was never lost on me. Ripley had a daughter and 
she lost her, Newt was her surrogate daughter and 
she lost her too. Now she carries a third “daughter’ 
within her, and it costs her her life.’ 

Weaver’s co-producer credit on Alien 3 entitled 
her to a further three percent of the film’s worldwide 


Background effects 

David Fincher’s background is in special effects,’ 
she explains. ‘He worked at Industrial Light and 
Magic for years as a matte painter. And to make 
this type of movie, you need that kind of specific 
knowledge and willingness to pay attention to 
small details. Although Alien 3 was his feature 
debut, he’d shot miles of rock video film. We 
looked at his whole body of work.’. 

‘However, David being an unknown was the 
least of our problems. Remember that Ridley Scott 
had only directed The Duellist before he did the 
original Alien , and James Cameron really only had 
Piranha 2 before Aliens. Are those any better 
qualifications for making an Alien movie? Fincher 
was great to work with, and very funny on what 
was a difficult, freezing, uncomfortable set at 
Pmewood studios.’ 

Weaver insists she had few misgivings about 
shaving her head for the role. There are loads of 
strange haircuts in England anyway, so I didn’t 
really get that much attention on the street, even 
though I was a six-foot-tall bald woman! My 
husband (theatre director Jim Simpson) was very 
supportive. He told me he liked it. But after my hair 


had finally grown back, he admitted he hated it. My 
daughter tried not to look at me. But she didn’t 
have any hair either! I found it liberating. None of 
the cast had hair so it was an indentifying mark. If 
you were bald at Pinewood, you were in the 
picture.’ 

* Some critics of the movie have unkindly 
suggested that because the cast are all bald it 
makes it hard to tell the characters apart. ‘I totally 
disagree,’ says Sigourney, it was a story point. 

The planet was infested with deadly lice, so 
everyone’s head had to be shaved. I felt it made 
people’s faces jump out more and focused on their 
vulnerability , audiences are given enough to 
indicate who they are. There was some religious 
stuff we shot that didn't make the final cut — 
prayer meetings, etc — showing them in their 
world more. But that communicates itself well, I 
think. People know what to expect from the Alien 
tradition and it didn’t have to be dwelt on.’ 
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• Zeppelin £TBA 

Sports. Either you've got it 
or you haven't — and the 
COMMODORE FORCE crew 
fall into the latter category. 
We do manage to do the 
odd bit of exercise — 

James does some 
weightlifting ('guys, guys 
— I've got three pints in 
one hand'), Lloyd carries 
the letters bag into his 
office, and MILES 
'OLYMPING OFF THE 
COURT' GUTTERY plays 
squash. As he's the 
sportiest, we reckoned 
Zeppelin's latest 
compilation was his kind of 
thing... 

C ripes — what a lot of sports sims in one easy- 
to-swallow package. Now that’s what I call 
VFM — or is it? 


Thundering around tortuous racing circuits in a 
huge super-charged articulated lorry may sound 
jolly exciting, but Zeppelin’s interpretation of this 
obscure sport really isn’t. Having totally failed to 
give any feeling of weight to these monster 
machines, the racing’s nonetheless quite fun. 
Building up various aspects of your truck’s 
performance with prize money from previous 
races requires tactical thought, as does deciding 
whether or not to head into the pits ^ 

for extra fuel and damage repairs ,/V/CV. 
during a tight race. f M J|§||§ 

If you’ve got half an hour to L §4lUH 

spare, here’s a harmlessly merry f 
way to fill the time. V ll jSpl) 


Ugh! Surely I can’t be expected to sit down and 
actually attempt to play this dungy little effort. 
Control over your particularly badly-drawn 
players is utterly frustrating. Unresponsive in 
the extreme and the highly erratic inertia just 
compounds annoyance. You can be toodling 
along at a sedate pace one second and then, 
before you know it, you find yourself hurtling 
towards the wall completely out of 
control. Tackling is near fW^X/ 

impossible with any accuracy — f f| I 1 1 

even with two players any l \ t 

competitive element is dwarfed J 
by mountainous boredom. 1 § [j 

Farcical. s?l| 1 


I must say the most enjoyment I ever derived 
from this most violent of sports was the 
hilarious ‘odd shaped ball’ jokes — and they 
weren’t very funny. So could World Rugby be 
the game that opens my mind to the sport of 
heavy tackles and heavier drinking? Ahem — 
no! A management game in which all you do is 
choose the best fifteen players from 
your limited squad and. . . hang on, (\^\/ 
there isn’t any more to it! It looks f JIIlJ 
nice enough, but actually calling [ ^||g / 

this a ‘game’ is to stretch the T 
term. Not even the most fanatical V ~ 
of fans will get anything out of it. f|PI 


Bleurgh! Minimal moves, dire 
graphics, need I say more... 
okay then — appalling sound, 
befuddling collision detection 
and animation of low quality. It’s 
very bad, it’s very bad it’s very 
very bad, very very bad... 
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All the important options for a tennis simulation 
are incorparated into International Tennis. 
There’s a tournament, one- and two-player 
friendlies — there’s even an enjoyable little 
game to match. Its controls are as instinctive 
as you could wish for, with a variety of shots 
that you’ll be playing like a professional after a 
couple of goes. Of course it’s at its best if you 
get a friend in to play against; 
even so, the computer provides 
more than satisfactory f jSL, Jiy i 

opposition for the lonesome ( - jffB M 
among you. Good, easily 7 ! 

accessible strawberries ‘n’ V f S i l 
cream fun. f‘ 


Cricket management — now there’s something 
you don’t see very often in a computer game. " 
Well there’s quite a simple reason for that 
actually, there’s not very much to do. Once 
you’ve set the options (one day match, test, 
tour, etc) all that’s left is to choose the 
batting/fielding order then let the game play 
itself, and that’s what it does for the most part. 
It’s nicely presented and everything but you 
just don’t get much feeling of involvement. 
What’s more, I’m not convinced it actually 
follows the rules of the game all that closely. 
Couple this with some dodgy 
tactical decisions by the 2. 

computer — during one test f I HJj 
match I played it declared at L JIL »JSj 

147 in the first innings — l Hr 

you’re left with a rather ML i 

unsatisfactory effort. fM |l 


--.V 
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There are three footy management games in 
the pack — namely World Soccer, Kenny 
Dalglish and Graeme Souness — but as 
they’re all pretty similar (read: almost identical) 
I’ll talk about the ‘best’ one. 

It’s an odd little chap. A soccer game in which 
you compete as part of a three division league 
against sixty top sides from around Europe. A 
laughable ‘match’ sequence does little to hide 
the painfully shallow gameplay — basically all 
you do is buy the odd player and replace team 
members when they get injured. Watching the 
match commentary is good for a cringe at first. 
Seven or eight near-illiterate 
statements pop up when 
there’s a goal or near miss — f '||jjj iyfJ 
Brian Moore would turn in his ( j _ ' 

sweater. Been there, loaded V ffS\ 1 7^ 
that, won’t be playing it Wot ] / 

tomorrow. . . / 


if Overhead viewed single-screen tracks 
IS are the Supersprinte sque order of the 
IS day with Carnage. In a similar vein to 
If International Truck Racing (elsewhere 
|I on this comp’), you get to soup up your 
IS vehicle between races with prize 
flf money won. In one player mode 
JJb Carnage features one of the most 
jfi|l pointless league systems ever seen in a 
com P uter game. The player competes in 
a championship alongside three other 
drivers with points awarded after each 
|i|i race, four for first place, three for second 
and so on. ‘Fair enough’ you cry but 
here’s the really stupid part — you have 
to finish first to qualify for the next track. In one 
game I was five points clear in the 
championship when one small hiccup meant I 
finished third in the next race, only to be 
greeted by an infernal ‘game over’ message. 
Things improve a little in two-player mode as 
only one needs to qualify, but it’s still annoying. 


With only two games remotely 
worth playing ( Tennis and Truck 
Racing) I can’t recommend you 
part with the cash for this 
flock of 

: MILE 
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It's been a strange 
x month, there's no 
doubting that. The 

HBBlflft t l e P arture °f 
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H p - - b ^sn1es W force 

* B r has helped the 
office to be a less obscure and strange place. For 
example, his 'fruit pastille meets trilobite' sculpture's 
gone, and we've picked up all the Just Fruits off the 
staircase, but the office iust isn't the same, y'know? 
Gone are his little messages subbed into my letters, but 
that's not such a bad thing — some of the later ones 
were a bit strange. Mostly nonsense like 'Tips Section', 
'Fire Axe' and 'That Infernal Guttery Fellow'. Anyway, 
on with the letters — of which there are more this 
month, due to popular demand... 


conversion of NES Fantastic 
Adventures of Dizzy (a mish-mash 
of the egg's arcade and arcade 
adventure games) to other 
formats, Dizzy may be laid 
to rest for good. Don’t 
quote me on that though — 
the ovoid does have 
remarkable staying power... 

5) At Christmas, will you give 
us three Reel Action tapes 
instead of two? 

Perhaps... 

6) Who’s Rod? 

Miles’ brother 

Sorry if this letter’s a bit long. 

Billy Devine, Lordswood, 
Kent 


’Syr '•> - *»v * Lv -v yyy 

Dear Sir, 

Why is it that new programs for the C64 are 99% 
multiload? When I bought my computer back in 
1 984, there were programs like Manic Miner, Jet 
Set Willy, Bruce Lee — all of which loaded in a 
single part. Look at the helicopter simulator, 

Tomahawk — all that data loaded in one go. I’ve 
not long bought Robin Hood: Legend Quest, and 
once the lives counter reaches zero, you have to 
rewind the tape to load what’s already in the 
memory. It’s daft! Even FI 6 Combat Pilot is 
another offender — when you crash, it tells you to 
‘rewind to zero on side A’. Why doesn’t it just say 
Turn computer off and load again’? Isn’t that 
essentially what’s happening? 

When will these C64 programmers get their act 
together? 

Philip Riding, Forest Gate, London. 


Dear Lloyd, 

Your mag is the best but, that aside, I’d 
like to ask you a few questions. 

1) Your Reel Action tapes are great — 
could you get a Nobby the Aardvark demo? 

We tend to only include covertape 
demos around the time a game is 
actually released. As you’ll well know, 

Nobby was reviewed a fair while ago 

2) In Issue One you had 14 reviews. In 
Issue Nine you only had four. Why? 

Because in Issue One we had 14 
games to review and in Issue Nine 
we had a mere four. It’s not our fault, 
blame the software houses... 

3) What games have been rated 1 00%? 

There’s never been a game released that 

has deserved (or indeed received) a 100% 
rating. To be honest, I don’t think there ever will 
be. 

4) Will there be another Dizzy game out? 

Not for the C64. It’s also likely that, after the 


agree that multiloads are a pain, but 
sometimes they’re essential. Games like Alien 
3 and Lemmings are perfect examples of how, 
when well thought-out, multiloads can facilitate 
the inclusion of extra levels, music, 
presentation... the list is almost endless. I’m 
not a big fan of prolonged tape accessing 
myself, but then again, who is? Now if the 
games were to be released on cartridge... 


HOSALE 


More questions! Could people try and avoid 
using them as much, please? Why can’t we 
have debates, like we did in the old days, foam 
gibber... 

LM 


Dear Lloyd, 

Sorry — I’m an Amiga 500 owner (hopefully 
soon to be a CD32 owner. Reading Dad?) and I 
was going to sell my C64 with disk drive. However, 
while I was playing a game it suddenly stopped 
working, so now I’m selling everything separate. I 
took the lot to a car boot sale, where a guy came 
up to me and said ‘do you realise that some early 
copies of those with tapes are worth £20?’. He 
was, of course, referring to my old ZZAPl’s that I 
was flogging for a quid. I immediately stopped 
selling them. 

I don’t know if you can understand what I’m 
getting at, but I’m wondering if these mags are 
really worth something. I’ve even dug out some old 
(1986) Your Commodores. So please tell me — 
are these mags worth anything? Oh, and where 
can I sell them? 
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Thanks for the help — if you help me, that is. , . 

Stuart Winchester, Swansea, West 
Glamorgan 

• I'm not sure how much old ZZAPI’s are worth 
— having never attempted to sell mine, I’m not 
particularly clued-up on the going rates. Like 
most things, I’d say they’re worth as much as 
the buyer’s willing to pay — which, where Your 
Commodore’s concerned, won’t be much at 
all... 

LM 
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Dear Lloyd thing, 

I’ve got some questions for you: 

1 ) Why do you wear that stupid bag? 

Why did you write this stupid fetter? 

2) How old are you? 

Twelve. 

3) Erm, I forgot. 

That’s not a question. 

4) Do you thing I should get a disk drive, or 14 
tape games? 

I can’t really say. It’s up to you — do you 
want the short-term gratification, or the long- 
term investment? Ahh, decisions decisions... 

If you don’t remove that bag I’ll get a meteor to 
kill you. Ha ha! 

Leonard Bentin, St Helens, Merseyside 

B If I don’t remove my bag? For some reason, I 
doubt your meteor-hurling abilities. I’d like to 
see you try, though... 

Lfi#i 


Dear Lloyd, 

Have you any idea where I could get a copy of 
Skooldaze ? My friend had a copy ages ago and 
said it was great. To be original, here are some 
questions... 

1) Is there any chance of Mortal Kombat coming 
out on the C64? 

in a nutshell, no. 

2) Are there any more 
versions of Street Fighter 2 in 
the pipeline? 

Again, no. 

3) I know what has 
happened to Steve Shields, 
but what the hell has 
happened to Ian? 

He’s working for our 
sister magazine, AMIGA 
FORCE. 

4) Do you know where I 
can get a copy of ZZAP! 64, 

Issue One? 

Actually, no. They’re 
very hard to find — we’ve % 
only got one copy ourselves.. 

You’re not going to print this letter — I can 
it... 

Stuart Price, Derby 

# Skooldaze was last published by Alternative 
— give them a ring on 0977 797777 and if 
they’ve got any copies, I’m sure they’ll be more 
than pleased to sell you one. And I did print 
your letter — better get those ‘ senses’ checked 
out, yes? 


!f¥t 
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Dear Lloyd, 

I’ve had my C64 since 
Christmas and missed Issue One. 

I ordered it from the Forcefield 
Plaza, but when it arrived it didn’t 
include the free tips booklet. Is 
there any chance you could send ISP 
me one please? |j 

The main reason for my * 

writing this letter is to 
say that, if the C64 is 
still alive and kicking, 
how come ™ 

COMMODORE FORCE 
has seen the departure 
of its Managing 

Editor and ^ W 

Features 

Editor? It shows 

how much 

faith Steve 

and Ian ~ 

had, although I can forgive 

Ian as he’s working for AMIGA 

FORCE. That traitor Shields 

should be isolated from home computers 

forever. I also noticed that Chris did some 

work for SNES FORCE, so listen Chris — 

DON’T LEAVE US TOO! That’s about it 

really, but James should get the 

Managing Editor job because... 


umm... he’s got good hair! 

Please print this letter as I’ve bought every 
issue of your wondrous mag and I personally will 
never, ever, buy a console. 

Cheers Lloyd. 

Tim Roberts, Bridgwater, 
Somerset 


# People moving from 
COMMODORE FORCE to other 
magazines is a fact of life. What 
happens is that people are employed 
by Impact Magazines, and some of 
those get to work on 
Wm COMMODORE FORCE. Of 
^ course, the magazine’s 

H so marvellous, 
they get the 
best possible 


Dear Lloyd, 

The reason for my writing is this: you’re the last 
person left from ZZAP! Who could forget our fresh- 
faced Robin Hogg or the althletic Phil King? To put 
the icing on the cake, of course, you were there. I 
couldn’t have asked for anything else at the time! 
Here are a few things that I feel would help 
COMMODORE FORCE. 

1 ) Call it ZZAP! 64. 

2) Bring back Rob and Fatty Phil. 

3) Bring back the readers’ 
challenge. 

Please print this letter to see what 
response comes from other readers. 

Andy 'ZZAPAHOLIC' Hunt, 
Portsmouth 

n your questionnaire it says that the 
out of the hat will win a 
How are you going to 
winner if you haven’t left 
and addresses? Was it 
send them in? I think 

! 

# Ah, my friend. Nostalgia ’s one thing, 
but the days of ZZAP ! are long gone, 
and I think it’s time for you to come to terms 
with that. For a start, they actually had software 
in those days! Imagine COMMODORE FORCE 
with 30 games reviewed in an issue! We can 
but dream... 

The Microprose Soccer readers’ challenge 
will be appearing next issue, and in reply to 
your questionnaire query, there’s a good 
reason for it. You see, we were testing our 
readers’ intelligence. Would they include their 
addresses and... oh, what the hell. James 
forgot to include it in his mad rush to get the 
issue finished, and apologises for any 
inconvenience caused. Probably. 
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imaginable — 

A that’s when the 
publisher steals 
tfiem from us and 
tl puts them on other 

titles ' That means the Y 
get to work in offices where 

water doesn ’t leak from the 
ceiling and the cockroaches don ’t 
sit on on desks and disdainfully point out 
grammatical errors in text. It’s a 
promotion of sorts, but everyone looks 
back fondly to their COMMODORE 
> FORCE days. No really, they do... 


Dear Lloyd, 

Congrats on the great mag. I’ve just go Issue 
Seven and read Back to the Feature: 1985. I’ve 
found that many of the games included are 
available through EDOS Computer Visions (they 
advertised in Issue Four), including Skooldaze and 
Theatre Europe. 

The main reason I’m writing is to comment on 
the price and availability of C64 games in Oz. It’s 
near impossible to get games on disk and even 
harder on cassette. For example, Indy Heat costs 
around $50 (£22) at one of Austrailia’s largest 
stockists, yet at AMMA Software in England it costs 
a mere $10 (£3.99) plus postage. 

Anyway, thank you very much for compiling such 
a great, informative, fun magazine without which I 
would probably still be paying $50 for a game. 

T Bates, Kempsey, Australia 

Ah, yes. James has been written to time and 
time again about Skooldaze and Theatre 
Europe being on EDOS — he’s got the 
message now so you can all stop reminding 
him, okay? I hope you British readers have 
taken notice of just how hard it is for some 
people to get C64 software — thank your lucky 
stars it’s not that bad over here... 


iifli 
■ 






Dear Lloyd, 

This is the third letter I’ve written, so please 
print it, dude. A year ago I bought a second-hand 
C64, two joysticks and ten games — the best of 
those being Flimbo’s Quest It was the first game 
I’d ever played on the C64. One year on and 
things are improving. Now I’ve got excellent 
games like Creatures , Arnie, Silent Service, 
Armalyte , Myth and many other classics. The 
best I’ve got since then is your mag. To be 
honest, I owe it to my granny. I asked her to get 
me Commodore F****T, but she accidentally got 


See how the situation’s changed? 

We live in a world set towards graphics. The 
Amiga 1200 has 16.7 million colours, over a million 
times more than the C64. So you can see what Joe 
Soap would want to buy — never mind the price, 
look at all those colours! 

I am, in fact, getting an Amiga 1200, but not for 
its colours — it’s fast, supports some stunning 
software and appears to be Commodore’s new 
flagship machine (they’re flogging A600’s for next 
to nothing and seem to be going 32-bit only). Best 
wishes, Lloyd. 




THREATENING 
BEHAVIOUR (2) 

Dear Sir, 

After being a loyal reader for over five years 
and a C64 owner for slightly longer, I’ve seen a 
rapid decline in ’64 shelf space over that period 
of time. Recently, I’ve been searching for a game 
called Speedball. As you can imagine, I was 
horrified when I discovered that Imageworks — 
its publishing company — had gone bust. My 
question to you is this; how could it happen? On 
a final note I’d like to ask you if it’s possible to 
put the aforementioned classic on Reel Action? 
As far as I know, no-one holds the rights. 

PKS the YC fan (not). Somewhere 
PS If you don’t print this The Scorelord will do 
VERY NASTY naughty things to you and your 
bananas. This is a threat. 

• You’ll have to shop carefully to find 
Speedball — it’s been a long time since it 
was given shelf space. Sadly, we can’t just 
put games on Reel Action without getting 
permission from the licence holder — we 
don’t know who currently holds the rights to 
Speedball, so don’t expect to see it unless we 
discover who does. If you’re wondering why 
Imageworks went bust, it’s simple — they 
disappeared under the waves in a fashion 
subsequent and not dissimilar to their owner, 
the late Robert Maxwell... 

Anyway, what’s the beef with threatening 


me? That’s the second 
time this month! You 
couldn’t pull it off 
anyway — James stole 
the Scorelord’s super 
space-ship computer 
to plan quick routes 
to the pub with 
and 

replaced it 
with a Vic 
20. The 
ex-high 
score guru 
(and full- 
time 

sadist) is 
currently 
drifting 
through 
the 

Horse- 
head 

Nebula with 
a flat 

battery. Or 
so I’m 
told — 
perhaps I 
should lay 
off the Bitter 
for a few 
days... 


Paul O'Brien 


Dear Lloyd, 

This is probably the last time I’ll ever write to 
you. By the time you read this, I won’t be buying 
COMMODORE FORCE — I am, like so many 
others, going to upgrade. 

I’m not one of those people who would just buy a 
computer (or a console) for the graphics alone. For 
instance, when the Super Nintendo came out, 
everyone dropped their jaws at its 32,000 colours 
and Mode 7 sprite rotation, when C64 owners did 
well enough on 16. 1 was prepared to hold onto my 
C64 for as long as I could. I was sure it could stand 
up against all comers... 

But then the Spectrum and Amstrads became 
obsolete, and it now seems the C64 is following 
suit — rapidly. Take a look at how much software 
was coming out this month (August at the time of 


writing) 

last year, and the year before: 

Year 

Games Reviewed Full Price 

Budget 



’91 

35 

20 15 

’92 

15 

5 10 

’93 

4 

0 4 


Dear Lloyd 

I’ve been reading your fine publication — in both 
of its guises — since ZZAP! 64 Issue #45 (which 
featured a Robocop demo and the game Paraiax 
on the covertape). ZZAP! was very good but the 
quality has shot up since then. I saw Maff, Katie 
and Gordo leave to be replaced with the Hogg 
man, Fatty Phil and Stu... and many other staff 
changes, I can tell you. 

The best move ZZAP! ever made was to get rid 
of the Amiga coverage — let’s face it, the Amiga 
users were getting a bit cocky, asking for cover 
disks and telling C64 users to stop living in the 
past). Of course, the other C64 publication at the 
time (CU, to all those of you who don’t go back that 
far) became totally Amiga-orientated after 
previously promising they’d stay faithful to the C64. 
Luckily, you didn’t do the same, although everyone 
thought you would... 

I was a bit upset when I read an article that said 
ZZAP! had gone bust, but — thankfully — shortly 
afterwards you were back and kicking butt. I didn’t 
like the name COMMODORE FORCE at first — for 
a start you had the same initials as that other C64 
mag — and I thought you wouldn’t retain ZZAPFs 
humour, but you did. 

The best thing COMMODORE FORCE ever did 
was to put some really decent games on the 
covertapes, such as Spindizzy and The Blues 
Brothers. Well done and thank you for a decent 
C64 magazine. 

Ian Burden, Dorchester, Dorset 

So many issues... it’s been a long time since 
I started. I don’t know how to answer your letter 
as — well, you haven’t asked any questions. 
Hmmm. Anyway, thanks for the compliments, 
and keep reading COMMODORE FORCE. What 
a boring reply... 

No, wait there — / can’t be that old and 
stupid. Here goes with the obscurities: TREES 
TREES, TREES AND BEES, DON’T FORGET TO 
FEED THE GOATS, blither... 


More doom and gloom. As I’ve already said, 
there’s a limited amount of software released 
these days, but a phenomenal amount already 
available if you shop carefully. 

As for your views on colours, surely people 
consider more than that? What about the 
quality of the sound, the availability of 
software, the standard of the games? People 
aren’t that stupid. 






Dear Lloyd, 

I have three questions that I would like to ask 
you: 

1) I find that I’m unable to get any of the 
latest games because I don’t know where I can 
get them from. Please help! 

Try some of the mail order companies 
that advertise in COMMODORE FORCE. 
They’re all very reputable and efficient, and 
have huge back catalogues of C64 stock. 

2) In Back to the Feature: 1988 you said that 
Tracksuit Manager is the best football 
management game on the C64. Where can I 
get it and how much does it cost? 

We’re not sure where you can get 
Tracksuit Manager these days — its 
publishing company (Hi-Tech) ceased 
trading a few years ago. However, try a few 
mail-order companies — again, they’ve got 
extensive C64 stock, and may just have a 
copy ... 

3) Finally, is Premier Manager ever going to 
be released on the C64? 

I doubt it very much. 

Zoe Barks, Clacton-on-Sea, Essex 
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said. Well, to anticipate their rantings: up yours, 
you trainspotters. What’s wrong with having two 
computers? The C64’s a great machine, but in 
terms of software it’s had its day. How many new 
games do you see released these days? Naff all, 
that’s how many. After Christmas, I reckon 
COMMODORE FORCE won’t have any reviews — 
simply because there’ll be no software to review. 
Other computers aren’t minor demons, everyone 
— they’re simply other ways of enjoying yourself. 
Don’t limit yourself to the C64 alone — they say 
ignorance is bliss, but, having read your letters 
pages with some of the ludicrous rantings 
Y /^ ; of your readers, I’d basically say: ‘if you’re 
^ talking about C64 owners, then ignorance 
is standard’. Oh well... 
i Perhaps it’s just your younger readers. I 
f suppose I am a bit long in the tooth at twenty- 
nine, so perhaps I’m not as in touch as I used to 


FORCE. Your Reel Action cassettes are ruddy 
marvellous, guys — keep up the good work... 


Strong words, Chris — white I agree with 
certain points you’ve made , is there any reai 
need to condemn toyai C64 users by naming 
them ‘ trainspotters ’? Or, for that matter, 
accusing them of ignorance? Each computer 
format has its strengths, and yes — to dismiss 
them is a litt/e short-sighted. As for your 
prediction of doom and gioom in the C64 
software market... weii, i can’t deny that there’s 
a lack of games on the horizon. However, with 
the C64’s remarkable software base, is it really 
the end? I think not. There’s so much available 
through EDOS, mail order or, of course, 
COMMODORE FORCE Reel Action that there 
are games enough for any user to buy a new 
piece of software every week for the next two 
years. And, before anyone stands to correct 
me, I really don’t think that figure’s far wrong. 

Everyone feel free to write in and air views, 
though... 

I M 


Dear Lloyd, 

I’ve been a C64 owner (and loyal 
ZZAPI/COMMODORE FORCE reader) for almost 
seven years now, but, having saved the cash, I’m 
getting an Amiga 1200. That’s not to say I’ll be 
deserting my C64 — far from it. The 100+ titles I 
own have given me years of pleasure, and 
I’m not about to ditch them just like that. 

I’ve no doubt I’ll buy Mayhem in 

Monsterland for my C64, but after VT • hr& jf 

that I reckon I’ll be saving my cash 

for things like Hired Guns and 

Sensible Soccer for my 16-bit buddy. I u 

would have bought ’64 Lemmings, but |S(|||.'> || 

I’ll get Amiga Lemmings 2 instead — I % : f 

think the Amiga’s better suited to games ^ 

like that, don’t you? 

Anyway, I know you’re above all the whining, but 
I’ve no doubt that, should you print this letter, you’ll 
get loads of letters complaining about what I’ve 


What a long letter! Sorry about that Lloyd. I’m 
looking forward to seeing a response from you... 

Chris Andrews, Kent 

PS Don’t worry, I’ll still be buying COMMODORE 




What’s it like having Formula 1 cars driving over 
you? So you’re not going to answer? Well two 
can play at that game (the game in question 
being chess but four people can play Ludo!), I’m 
not going to speak for five years starting from. . . 
from... now!The trouble is I’m writing a letter and 
I’ve now wasted five whole years sitting in 
silence brooding. I’m now considerably 
older and have forgotten the address to 
post this letter to. Still, you’ll never guess 
| what? No go on, guess. Oh, after all this time 
you ‘re still not ready to hold a conversation.. Well, 
go dye your head. Go on. dye it glossy green and 
pretend to be Grotbags in an upcoming 
Christmas pantomine. I bet you five pounds you 
. won’t — slacker, 

9 Sick and tired of being sick and tired 

Chris Hayward 

Farmer Mad Faal of Commodore Far 

9999UU 


Dear Lord Moontram - 

I was stuck in a traffic ** 

. jam the other day and 
r guess what jL rlj , | 

v happened? No go on, 

'" y guess what happened. vVSi 
What are you lazy or something? ^ 

Go on guess whai happened?- mk 
Oh, so it’s like that is 
it ? i write in a letter and 
what do you do? Go 

on, say what you wF ^ 

t i--" do? Oh for heavens sake 

you're the pits. Are you? Are you the pit* 
stop in the World Grand Prix? My that is an 
accomplishment. What's it like having Formula 1 
cars driving over you.,.? I asked you a question. 


COMMODORE FORCE instead. It’s the best 
mistake she’s ever made! Now for some questions 
1) I played Starfox on the SNES. Why are there 
no curved lines? 


It’s all graphics and no trousers, that’s why. 

3) What’s your fave racer? 

Stunt Car Racer — it’s a masterpiece 

4) I nearly always pay £4 for your mag. It may 

be brill, but why so dear? 

I I always get paid peanuts for my 
work on each issue. It may be 
rewarding work, but why so little 
financial comeback? 

5) How do mail order companies 
manage to sell full-price games cheaper 
than they are in the shops? 

Less overheads. Shops are 
expensive, you know... 

6) Weren’t you a bit hard on Street 
Fighter 2? I think it’s cool. 

Ahh, but it could have been so 
much better. Look at IK+ and see what 
I mean. If US Gold had got a talented 
^ programming team working on a 

cartridge-only Street Fighter 2... who 
knows, it could have been excellent. 

I’d just like to tell everyone just how brilliant 
Super Seymour is. It deserves 100%. Super 
Seymour has the best loading screen ever. 

Super Seymour also has the best music ever... 
fact. Long live the C64! 

John 'Spud' Crotty, Co Waterford, 
Ireland 


So you like Super Seymour then? 

As this is the third time you’ve written — 
and you’ve asked a few interesting questions 
— a mystery prize is winging its way to you 
right now. If we can find your full address, 
that is... 


If by curved lines you mean the absence of 
the traditional ‘vector’ graphics, that’s because 
Starfox (or Starwing as the official English 
release version is know) has graphics made up 
of shaded polygons. Hope that makes things a 
bit clearer... 

2) And while I’m at it, why is there no playability? 
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Dear Lloyd, 

First off I’d just like to say how excellent 
COMMODORE FORCE is, especially the games. 
Anyway, I thought I’d do a round-up of the most 
popular software houses and what I think of them. 
How about if other readers could do it as well so 
COMMODORE FORCE could have a ‘favourite 
software houses’ chart? Here’s my view: 

OCEAN 

They’ve given us many a classic game, and are 
probably the biggest software company going. 
However, the majority of their movie conversions 
have been platform shooters. 

8/10 

US GOLD 

They’re responsible for the conversions of a fair 
few arcade classics, such as Street Fighter 2. Let’s 
just say they don’t do a very good job. . . 

6/10 

SYSTEM 3 

The best C64 software company, or they were 
— I think they’ve gone bust. . . 

9/10 

BEYOND BELIEF 

Honestly, if the C64 market is to get better we 
don’t need these guys. 

2/10 

CODEMASTERS 

Dizzy. Seymour. Cute platformers. Dizzy. 
Seymour. Cute platformers. Come on, enough is 
enough... 

4/10 

ZEPPELIN 

Loads of releases, very few classics. 

4/10 

THALAMUS 

A great company, responsible for some of the 
best games around — the name Creatures 2 
springs to mind. 

9/10 

MICROPROSE 

The kings of the sims. 

7/10 

Now it’s questions time (please answer 
them, as they’re only small). 

1) What’s happened to the following games: Fly 
Harder, Dyna Blaster, Bee 52, Fuzzball, Mega 
Twins, Beavers and Speedball 2? 
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I’m not mad, really. I just appear this way to 
confuse my apricots. 

Daniel Gurney, Kinlet 

w They do look pretty confused... 


moan about consoles — the addition of 
questions at the end of it all put you back down 
on everyone else’s level. System 3 haven't 
gone bust by the way — they're concentrating 
on SNES product , and are unlikeiy (read: not) 
to consider releasing any more C64 software. 
Sad but true. 

E 
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Dear Lloyd, 

I used to own a Cl 6 +4 until it packed up from 
over-use. I was wondering if I can get Mister 
Puniverse or Squirm for the C64, because they’re 
my favourite games. I’d also like to say that your 
adventure and public domain sections are rubbish. 
Hope you can help 

Derek Ley, Pentrechwyh, Swansea 
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Get some female staff writers — they’ll add sex 
appeal to the mag. 

Richard Parsons, Bromsgrove 

€ We're sex incarnate as it is. Any more 

‘sex appeal' and we'll probably be illegal. 

- 
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What’s 'Chart Chatter’? I’m confused! 

Jo Smith, Worcestershire 

You’re not the only one! Thank god it's 
finished... 
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I thought you said they were small questions! 
Oh well, here goes... 

Fly Harder is produced by a foreign company 
who we've heard nothing from since we 
received the game, so a review's out of the 

m C-FORCE No. 12 ■ NOVEMBER 1993 


question until we know whether it’s being 

released, how much it will cost and, 
urn, get another copy of the game 
because we've lost our 
original one. Dyna Blaster? / 
assume that’s available at 
retail level. To the best of my 
knowledge, it was released. If 
you can’t find it, try Kingsoft's 
Bug Bomber — ■ they’re very 
similar, but Bomber has a 
better one-player mode. Bee 
52 should be in the shops 
shortly — / couldn 't say 
exactly when — and 
Fuzzball 's been out for ages, or 
so I’m told. Mega Twins? Never 
heard of it. Beavers won't be 
released on the C64, and finally, 
Speedball 2 apparently 
disappeared following the collapse of 
the Maxwell empire that just 
happened to include its publishing 
company, Imageworks. Phew! Is that 
the longest in-question answer yet? 

2) Are there any C64 games like 
Nintendo’s ProbotectoT? 

I asked SNES FORCE'S Will Evans 
(the goth kid — ‘In Joke’ Ed) about 
Probotector, and he, being an ex- 
C64ster himself, recommended 
Imagine’s Gryzor — apparently, the 
two games are very similar, to the 
point of being almost identical in 
places. 

3) How about putting The Last Ninja 
on the covertapes? 

We'll see... 

Keep up the good work 

Darren Langran, Dagenham, Essex 

You had to ruin it, didn’t you! After the 
interesting start to the letter — ie you didn’t 


Sorry, but I’ve not seen or heard anything of 
the two games you mentioned — although I 
must say that their names do lend themselves 
to a ‘ ones to avoid’ category or two. Okay, so 
you think our adventure and PD sections are 
rubbish, but you didn't say why. Constructive 
criticism is always welcome, but we do like to 
know where we're going wrong — if you don't 
tell us, we can't do anything about it, hmm? 
Oh, congratulations — your signature is the 
worst one we've seen other than Miles'. To 
come even close is an achievement and a half. 






'All good things must 
come to an end'. Who 

... • ' • V, . ; ’ . - 

was it who said that? 
Whoever did deserves to 
have a toilet roll shoved 
up their nose, as it's a 
particularly depressing 
thought. 

Sure, it's the end of 
Mangram's Mailbag for 
this month, but next 
issue's letter-orientated 
section is mere weeks 
away from being with 
you. And as my father 
said, 'the anticipation of 
having something is 
almost as pleasurable as 
the actual having' — 
obviously, that doesn't 
apply to P45's, so I'd 
better stop my drivelling 
now. Send your letters — 
be they big, small or 
oddly-shaped — to 
Mangram's Mailbag, 
Impact Magazines, 
COMMODORE FORCE, 
Ludlow, Shropshire SY8 
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COMMODORE C64 REPAIRS Just £29.00 inc 



* Commodore registered. 

* Over 1 0 years experience with commodore 
computers. 

* 20 qualified technician engineers at your 
disposal. 

* We will undertake to repair your 
Commodore 64 computer for just £29.00 
including parts, labour, V.A.T. and post and 
packing. 

* Fastest possible repair time. 

* Prices include full service check, overhaul 
and soak-test. 

* All repairs covered by a 90 day warranty. 

* Repairs also undertaken on 1541, Cl 6, C+4,C128 
Computers 



How to take advantage of this exceptional offer: Simply send or 
hand deliver your machine to the workshop address below, 
enclosing payment and this advert, and we will do the rest. (If 
possible, please include a daytime and evening telephone number 
and fault description). 

If you require courier to your door, please add £5, else your 
computer will be sent back by contract parcel post/white arrow. 

WTS Electronics Ltd, Studio Master House, 
Chaul End Lane, Luton, Beds LU4 8EZ 
(0582) 491949 -(6 lines) 

C FORCE 

(WTS reserve the right to refuse machines that in our opinion are beyond reasonable repair/full charge applies) 



Yes! That's right. More than 40 P.D. games for less than 12p each! This is THE ultimate 
collection for your C64! And that's not all, postage and packing is absolutely free too! 
There's something on this tape for everyone. No matter what your pleasure - this tape 

has got it! Don't miss this one. (ORDER FPDT01) 

All orders sent by return post. 


To receive your free FOX P.D. catalogue, send your name and address, enclosing a 

S.A.E. to the address below. 


Please make P.O./Cheques payable to FOX P.D. and send to:- 
FOX P.D., 6 Sturton Avenue, Goose Green, WIGAN, WN3 6SZ 


Public Domain Software 


We have 1000's of programs for your C64/128, 
from serious applications to demos & games. 

FREE CATALOGUE 


To obtain yours, send an SAE or 2 First Class 
Stamps. Currently available for disk users only. 


This compilation of 50 of the best PD games 
includes arcade games, sports sims, adventures 
pinball etc, etc. Currently available on disk only. 



50 GAMES 

ON DISK 

£12.99 post free 




KINGSWAY COMPUTERS 


(DEPT C64),72 GLENCOE ROAD, SHEFFIELD S2 2SR 

TEL: (0742) 750623 


- Britain s Leading C64 PD Supplier - 

WE STOCK ONLY THE VERY BEST PD FOR THE CBM 64 INCLUDING MUSIC AND GRAPHIC DEMONSTRATIONS. UTILITIES, PD GAMES AND 
MUCH MORE! NOT ONLY DO WE SUPPLY THE LATEST RELEASES BUT WE ALSO STOCK MANY OF THE CLASSIC GOLDEN-OLDIE DEMOS! 
YOU ARE ENTITLED TO A ‘FREE* DISK OF YOUR CHOICE WITH YOUR FIRST ORDER! 

WE DON T JUST CATER FOR DISK USERS EITHER. NOW TAPE USERS CAN GET IN ON THE ACTION BY CHECKING OUT THE NEW TAPE 
RANGE WHICH COMPRISES OF SEVERAL 90-MINUTE CASSETTE COMPILATION TAPES BURSTING AT THE SPOOLS WITH THE HOTTEST 
PUBLIC DOMAIN SOFTWARE CURRENTLY AVAILABLE! 

AS WELL AS SUPPLYING PD SOFTWARE. BINARY ZONE HAS ALSO RELEASED THE AUDIO RANGE'. WE HAVE PRODUCED TWO 90 
MINUTE CASSETTES CONTAINING THE BEST PD MUSIC FROM BOTH THE CBM 64 AND AMIGA! 

FOR MORE DETAILS SIMPLY WRITE DOWN YOUR NAME AND ADDRESS AND SEND IT ALONG TO THE USUAL BINARY ZONE PD' 
ADDRESS WITH TWO ‘FIRST CLASS STAMPS*TO COVER PRINTING & POSTAGE. (PLEASE STATE TAPE OR DISK) 


CAN T WAIT 


NOW 


PD GAMES TAPE 1' - COMPILATION OF WELL OVER 30 FULLY PLAYABLE PD GAMES... ONLY E6.00 
PD GAMES TAPE 2 (‘NEW!*) - A GREAT SELECTION OF OVER 40 MORE CLASSIC PD GAMES... ONLY £6.00 

THE ALF YNGVE COLLECTION' - OVER ZO GAMES BY THE MASTER OF "SEUCK". THESE GAMES FEATURE INSTRUCTIONS AND A LOT 
CONTAIN EXTRA MUSIC! EVEN AN EXCLUSIVE INTERVIEW WITH ALF HIMSELF... ONLY E6.00 

TO ORDER ANY OF THESE 3 TAPES SIMPLY SEND EITHER A CHEQUE OR POSTAL ORDER MADE PAYABLE TO BINARY ZONE P.D' TO 
THE USUAL ADDRESS. (POSTING AND PACKING ARE INCLUDED IN THE PRICES). 

BINARY ZONE PD 

34 PORTLAND ROAD. DROITWICH. WORCS WR9 7QW 4- 
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Okay, so the Diary of a 
Game feature's been 
going for a while now, 
but this is most definitely 
a first — a double-game 
diary. Ion Wells — 
programmer of Seeptre of 
Baghdad and our very 
own Easy Lives — is 
currently writing two 
potentially excellent 
budget games — Estape 
from Arth r and City 
Bomber. Perhaps we'd 
better let him tell you 
about it himself... 


This is where the first part of the programming 
came in, to create an object editor. This little baby 
enables us to make the different pieces of 
background graphics needed to build up each 
screen, trees, doors, buildings etc. Each one can 
then be stored separately in memory. I use Datel’s 
Action Replay to do all my coding on. ‘Aaarrrhhh!’ I 
hear you mumble, but seriously, a lot of 
programmers seem to criticise the old Action 
Replay, saying it’s almost impossible to code with. 
Sure it’s difficult at first, but once you get to grips 
with it you can produce stuff pretty quickly, believe 
me! 

Anyway, where was I... oh that’s it — at this point 
I could start on some background graphics to test 
the editor. I always do the graphics l n’ sprites on 
Firebird’s Graphic Editor, as 
this allows you to test them 
on-screen. Once I’d done a 
few test graphics I tried 
them in the editor and 
everything worked fine. 

Now I must do the actual 
Screen Editor. This allows 
us to plot each object on a 
defined screen, building the 
picture bit by bit just like in 
Rainbow (though personally 
I don’t watch it!). You know 
— the part where a sketch 
is made with big chunks 
of.... 

Once a screen is made 
you can store it with the 
touch of a button. The 
editor took a couple of 
weeks to construct but it’s 
all finished now, and was 


well worth it! One good thing that’s come out of all 
this is that I can use it with future games — good 
eh? The background graphics have been drawn, 
albeit roughly at the moment — I’ll update them 
later. Some graphics include large transformers 
and various other electrical pipelines which should, 
hopefully, look quite neat once updated. Using the 
editor to build the backdrops was a doddle, and a 
lot quicker than by hand — all were completed in 
two four hour stints over the keyboard. And that’s 
not all — memory-wise, the screens only take up 
about 6k and remember, there’s well over 50! 


I’ve now started on the sprites for Arth. These are 
comprised of the ‘Z’ robots, Vote the male robot 
and Veti the girly! The basic frames of each robot 
are the same, apart from Veti’s head, sporting long 
flowing hair as she runs. One problem I had 
was with shooting. When the player fires a 
laser normally, it zooms straight across the 
screen, but if you just happen to be aiming 
upward then it needs to bend into a 45- 
degree angle as it goes. For this I had to 
construct two laser style sprites — the first 


0001*00 


Escape From Arth, though why you should want to I don’t 
enow — nice, blue skv and what an attractive tree. 
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T his particular diary’s slightly different to the 
usual. Why? Well, simply because it’ll feature 
two games instead of one — phew! All 
programming, graphics and sound effects are 
being done by myself — Jon — with music by Paul 
Hannay, also known as The Feekzoid. 

I always start my games with the graphics as 
er... what am I saying, I haven’t even explained the 
initial ideas yet! So, first we start with the game’s 
design and ideas. One of these, Escape From Arth, 
is already half-completed, the other’s City Bomber 
which we’re just starting. 

Arth s a run-around flick-screen shoot-’em-up set 
in a maze from which you must find means of 
escape, before the planet explodes. You take 
control of two different robots called Voto and Veti. 
City Bomber, on the other hand, is a horizontally 
scrolling bomb-’em-up. The idea of this (If you 
haven’t already guessed) is to destroy the cities on 
progressively tricky levels. The neat things about 
this one is that it’ll include simultaneous two-player 
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action, with fast parallax scrolling and featuring 
loads of new colours never before seen on a C64! 

Arth is flick scrolling, with each screen near full 
size. There are going to be over 50 screens 
altogether, and at that size I just can’t plonk them 
in the memory one after the other, as I’d only be 
able to fit about 62 screens into 64k — what a 
waste of memory. No, instead a screen editor is in 
order; so each screen can be compacted or 
retrieved from memory. 
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«-v left and right fire, the second with up left and 
-C nght. 

~nd now for the enemies — after all, what’s a 
pare without the enemies! I had a few ideas for 
se. but for the moment I’ve opted for the 
‘blowing; Robot droid (Ground mover), Robot ball 
:ouncy bouncy!), RFO 1 (Low flyer) and RFO 2 
^igh flyer). The Robot Objects will also be able to 
v e random twist missiles, so with these in mind I 
set to work creating them! 

Now that the majority of sprites and 


backgrounds are completed it’s time to start putting 
things together. The main part’s the screen and 
: ayer detection routines — the controls go 
something like this; joystick left and right to move, 
sown to enter a passageway and up to shoot 
oeam laser. Also if you push up and left or right 
■vhen you fire, the laser will bend and zoom 
jpwards. 


The on-screen collisions come next as each 
screen must be linked together and we don’t want 
the player walking through impassable walls now, 
do we? Once this is over the fun begins. It’s all 
starting to take shape now, and getting more 
playable. I’ve put the baddies in but at the moment 
they re-appear when you leave and re-enter the 
room — a random enemy routine is needed to sort 
this out. This will be programmed in later! 

Enough of Arth for now — I think it’s about time I 
got started on some City Bomber work! 


. 








Get Bombed... 

As this is a horizontal scroller, a new style or editor 
is needed. Each city will be at least six screens in 
length and one high, so bearing this in mind I’ve 
come up with a cunning idea! I could build 30 
levels out of five normal levels of scrolling memory. 
The first five levels would then be one screen long, 
levels six to ten would be the same as the first five 
but two screens and so on, up to six screens. 

Using this technique I can make hundreds of levels 
in small amounts of memory! 

First I must program the new Object Editor only 
this time there’s going to be a restriction on the 
size of each object. At the 
most buildings and other 
happenings can be no bigger 
than an axe characters grid, 
but bigger buildings can 
always be linked together with 
two or more eight-by-eight 
objects. More test graphics 
were then drawn to utilise this 
before sorting out the 
scrolling routines. Eventually I 
got a small demo up and 
running. Each character can 
be literally any colour, as the 
scroller scrolls the character colours as well. The 
screen is now updated every 50th of a second, 
with all scrolling intact and the scroll data being 
grabbed from a large wide window stored in 
memory. The good thing about using this effect is 

■ that I can 

make the 
screen scroll 
at almost any 
speed. As an 
example, most 
games run at 
| 1 or 2 pixels 
every 50th — 
as in SEUCK 


v oomos away: I’m not 
too sure about the ethical 
angle on this one — 
bombing civilians in their 
homes. Still, it’s fun! 

games — but in City 
Bomber I can make it scroll 
at 8, 16, 64, 128 pixels 
every 50th or even faster if I 
wish! At these speeds, the 
screen scrolls so fast that 
you can’t even keep up with 
it! Well, I couldn’t anyway. 

It won’t surprise you then 
if I tell you that there’s 
definitely going to be a 
speed option on the title 
screen so everybody can 
witness the incredible 

pace... 

Remember those new colours I was on about 
earlier? The C64 has 16 colours normally, right? 
Wrong! Using a special technique which I call 
RASTER COLOUR MIXING (RCM for short), you 
can have a possible 58 different colours (yes, 58!) 
on screen at once, and in any character colour. In 
City Bomber, though, we’ll only be using about 
30. Now the scrolling’s sorted it’s time to work on 
the parallax effects. These consist of the 
mountains, trees, hills and buildings which form 
the landscape behind the main city, but scrolling 
slightly slower. After this are the clouds of day- 
time and stars for night. Altogether there’s now 

five layers of parallax 
and it looks quite neat. 

The top and bottom 
borders have also been 
opened with the score 
and time limits at the 
bottom, and the rest of 
the play area (which now 
looks huge) at the top. 

I’ve just managed to 
finish the first player’s 
ship and it’s all moving 
about fine! 


Stay tuned until next 
month, when we'll see 
the completion of the City 
Bomber landscape editor, 
the in game music/elfects 
and maybe, just maybe, 
the completion of both 
games (And a covertape 
demo or two, Jon? — Ed). 
Bye! 
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\ the the fabled COMMODORE 
\ \ FORCE tips department. 

\ \ Strangely, some people seem 
v \ \ to think I'm some kind of 
S/ V power-crazy megalomaniac 

obsessed with personal 
advancement no matter what 
the cost to anybody else. Not 
I ’ true! I have utmost regard for 

I IMP 

i the opinions of others, and anyone 
doubting my honourable intentions 
hall be dealt with very severely, 
taywary, on that light note I decree 
the world's greatest tips festival 
i open for business once more. 


HEEELLLOOOOOO ^ / 

EVERYBODY — Tis me, the | ( 

new Tipster. For verily I (I 

have vanquished the foul j 

beast Hayward and now sit L V 
proud upon his throne, y 

master of all the tips I survey, v 
How proud to occupy my rightful " 
place at last. It seems little more ' 
than a month ago I sat marvelling 
at the thought of a whole section 
to myself and ya know what? It 
was only a month ago — crikey! 

So a new era's 

{ Si HlB L dawned upon j 


one of these and walk left through the open door. 
Fight the Treen guard and you should get pass 
card. Open the door on the left using the crowbar 


• ssue Ten's excellent covertape adventure 
featuring that most famous and intrepid of 
space explores. Daniel Dare, can be a little 
tricky to get into. Well no longer need you lose any 
sleep over thoughts of the evil 'fvtekon and his 
hordes overrunning our fair planet. Just keep this 
comprehensive solution to hand, and you 5 !! see 
him off in no time. 


through left door and fight the Treen. Go through 
left door, down the ladder, through right door, down 
again and right. Fight the Treen then go down and 
left and you should be in a cell room. Open the cell 
door using a pass card and fight the Treen inside 
to rescue the professor. . 


Time is of the essence. You have twenty-five 
minutes to complete the game and believe me. 
youll need every second.. Avoid contact with Treen 


uses up time and secondly, you'll need as much 
energy as possible for your confrontation with the 
mighty Mekon. Some fights, however, are 
unavoidable. Should you need to partake in a 
scuffle the best method is to hold down fire with ’ 
the joystick pushed up in the direction of your 
opponent. Dan will repeatedly punch to the head.. 
A -little energy may be lost, but that's unavoidable 


enter. There's no lights in here so use 
the torch to find your way about. Go 


room 


On entering the Treen base you’ll find yourself 
on a gantry with three ladders. Climb down any 


these useful items 
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Hatch 


UDOOR 


Laser 

Cannon 


Button 
Terminal 1 
Terminal 2 
Terminal 3 

Mirror 


Ladder 
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Collect cards to open 
doors. Don’t worry about 
getting them in any order, 
as any card unlocks any 
door. You can carry as 
many as you want. 


I Primed) 

When activated the 


To open the level exit you 
need to find all seven 
detonators (shown by a 
red arrow). Walk over 
them to activate them. 


bomb will look like 
this. 
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Patrol robots can only 
travel on these tracks. 
Unfortunately the 
Hulkster’s feet stick to it, 
meaning he’s unable to 
jump. Wait at the edge 
until the robot turns its 
back, then jump behind it 
and do a leg sweep. 




Use the slide kick to 
dispose of these. They 
need a special track to run 
on and won’t sense you 
until you stand on it. 


Tops your energy bar up to 
maximum. 


ove him or loathe him, you just can't nr 
ignore that infernal Hulk of Hogan. 

Loud, brash, arrogant and peroxide blond - but enough about James. 
Allow your eyes to graze upon this juicy map and solution to level two 

du * ms* HI Hi tm 
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One punch will 
do ’em, but 
move quickly. 
They have 
multi-directional 
fire and an 
annoying ability 
to shoot through 
walls and 
closed doors. 


Bearing a startling 
resemblance to 
hamburgers, these little 
nasties are best 
avoided. Once scrolled 
off screen they won’t 
follow you unless you 
retrace your steps. Just 
remember where they 
are. 




wMwaws 
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Your final adversary. To 
beat him, wait until he 
jumps then jump away, 
duck down and use the leg 
sweep. Only punch in an 
emergency as it leaves 
you open to attack. 


Answers on a postcard 
please... 


A4 AMAi 


¥3 Q 0 D 750 #3 
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Infinite energy 


Indestructibility 


Infinite energy 


ot only do we give you the hottest 
freebies in the known universe, but we 
help you to beat ’em as well, or at least 
Atherton’s Carl Dickinson does. Here are his 
selection of reset pokes for some of those 
cover classics — Carl, you’re on... 

Holiday <None>Cops (RA7) 

POKE 21 600, 96 Indestructibility 

SYS 16965 
Artura (RA9) 

POKE 53070, 96 
SYS 32768 

Blue Encounter (RA12) 

POKE 21600, 96 
SYS 1 6965 
Frantic (RA14) 

POKE 20224, 96 
POKE 36841, 173 
SYS 49152 
Brix (RAM) 

POKE 7111, 173 
SYS 4300 
Tracer (RAM) 

POKE 4552, 173 
POKE 4680, 173 
POKE 5464, 0 
SYS 28672 

The next lot require the presence of an action 
replay cart, inserted in your machine... 
H.A.T.E. (RA8) 

POKE 59605, 96 

Park Patrol (RA15) 

POKE 58474, 173 
Rampage (RA15) 

POKE 40034, 96 
Blues Brothers (RA17) 

POKE 11350, 189 


Infinite balls 


Lives 

Freeze time 
Indestructibility 


Indestructibility 
Infinite lives 
Infinite energy 


Infinite lives 


ZEALAND 

STORY 

ever let it be said we don’t admit when 
we’re wrong, because we never are — 
well, not often anyway (cough — Ed). 
Unfortunately a grave error appeared in last 
months tips which I shall now endeavour to 
rectify. Remember a spiffy little cheat for New 
Zealand Story ? Well there was a small error, 
but not in the cheat itself — it works fine if 
you’re playing Strider 1 That’s right — Issue 11’s 
A/ZS cheat is in fact a Strider cheat. Sorry about 
that. However, to avert any Kiwi-calamities 
here’s Alex Joliffe’s listing for the 
aforementioned, and it works, honest... 

0 REM NZS CHEAT BY ALEX JOLIFFE 

1 FOR X=384 TO 41 3 : READ Y : 
C=C+Y : POKE X, Y : NEXT 

2 IF •• 3156 THEN PRINT “DATA 
ERROR” : END 

3 POKE 157, 128 : SYS 384 

4 DATA 032, 086, 245, 1 69, 032, 141, 
084, 003 

5 DATA 1 69, 147, 1 41 , 085, 003, 1 69, 
001, 141 

6 DATA 086, 003, 096, 072, 169, 173, 
141, 143 

7 DATA 01 2, 1 04, 1 73, 032, 208, 096 


£00 '20 




adly the failure of C64 cartridge leaves us 
merely pondering what could have been. 
Even so, the format spawned one or two 
rue greats — not least Robocop 2. 

Andy Gray of Cheltenham’s got the game well ‘n 
truly licked and has a little tip for lesser mortals out 
there. At the start of level five, go to the left edge of 
the seree|§and pull down on the joystick to enter a 
secret sfidey-puzzle sub-game. Complete it and 
you’ll gain two extra lives, not to mention one 
illion (how many?) bonus points. 


HEL£ 


HOLD HOLD HOLD GAMBLE: START 


Patrick Needham from 
Shrewsbury, hi, alright? Yes 
everybody, it’s the turn of the great Pat 
as he shares with us his cheat for that most 
mysterious of arcade adventures — Myth. 
From the Norse Legends levels onwards, hit 
keys [A] and [?] simultaneously for full 
weaponry. 




nfifinivv TtOs* ; » ;< \ * * * 
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s the Beast with the least giving you grief? 
Take heart my friend, for here are some 
passwords to access later levels (namely 1 1 to 


1 1 BANANA/PINEAPPLE/CHERRY/PLUM 

1 2 CHERRY/PLUMB/BANANA/PLUM 

1 3 PLUM/CHERRY/BANANA/PINEAPPLE 

14 PINEAPPLE/CHERRY/PLUM/BANANA 

15 PLUM/PLUM/PINEAPPLE/PINEAPPLE 

1 6 BANANA/BANANA/PINEAPPLE/ 
BANANA 

1 7 BANANA/PLUM/CHERRY/ 

PLUM 

18 PLUM/LEMON/ 

LEMON/PLUM 

19 LEMON/ 

PINEAPPLE/ 

CHERRY/PLUM 

20 CHERRY/ 

PINEAPPLE/ 

PINEAPPLE/ 

CHERRY 

Gadzooks — all this talk 

of fruit leaves me 

strangely ill at ease... 


mmm m 
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Today the tips section, 
tomorrow the world! 
Hayward's column is truly 
mine, that and all it 
contains. Of course the 
process of domination 
weaves a meandering 
course of which only time 
will tell. Nevertheless, 
one day COMMODORE 
FORCE shall be in my 
hands and then... who 
knows? James is too 
powerful at the moment 
but I mean to bring down 
his tyranny from within 
— tips are merely the 
beginning. To aid in my 
preparation I urge you, 
my followers, help me 
grow strong. Bestow 
upon me ravenous 
hordes of tips that I 
might grasp my destiny. 
Pledge your allegiance 
to: The True Tipster, 
COMMODORE FORCE, 
Impact Magazines, 
Ludlow, Shropshire SY8 
JW. Now where's that 
livelling Mangram 
character hiding...? 
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FANTAZIA/SLAAM CLOTHING 


All Tooled Up 





MONDO DESTRUCTO, TEAL 
SHORT SLEEVE £15.99 - Code: SSM4T 


UNTERWELT NAVY 

LONG SLEEVE £18.00 - Code: LSU4N 


RATMAN HAMMER, HEATHER 
LONG SLEEVE £18.00 - Code: LSR4A 


Come and Join The Future’ 


BASEBALL CAP, DANCING MAN 


RECORD BAG, BLACK 


MAI DANCING MAN BOMBER JACKET 



BLACK £1 1 .99 - Code: HFDAB 


Blue/Black/T urqoise/Red/Purple 
£53.50 -Code: JF14 


DANCING MAN, BLACK 
S/SLEEVE £10.99 - Code: SMD4B 
L/SLEEVE £14.99 - Code: LMD4B 


JESTER, BLACK 

SHORT SLEEVE £10.99 - Code: SMJ4B 


NIPPLE WHITE 

SHORT SLEEVE £10.99 - Code: SMN4W 


ORDER DIRECT ON OUR 24 HOUR CREDIT CARD HOTLINE - 0272 767630 


ONE SIZE 
FITS ALL 

(XL) 


All T-Shirts are 
100% Cotton, 
Machine 
Washable. 

All goods are 
despatched 
within 28 days. 


enclose a cheque/postal order made payable to Home Entertainment 
for £ or debit my Visa/Access Card No. 


Signature Expiry Date 

Name 
Address 


Postcode Tel. No 

Now completed coupon to: 

Home Entertainment, P.O. Box 100 Colne, Lancs BB8 9JS 


HE IMP 7 


ITEM CODE 

PRICE 













PLEASE ADD POSTAGE 

T-SHIRT £1.50 EACH ITEM 


PLEASE ADD POSTAGE 

CAP £1.00 EACH ITEM 


PLEASE ADD POSTAGE 

JACKET £4.00 EACH ITEM 


TOTAL ORDER VALUE 

£ 


If you do not wish to receive other great offers from 
us and other companies. Please tick this boxQ 


SPECIAL READER OFFER • SPECIAL READER OFFER 






You've heard of 
Shakespeare's Twelfth 
Night — well this is 
COMMODORE FORCE'S 
Twelfth Issue! Yes, that's 
1 2 months trouble- 
shooting and 
problem-solving for 
all of our loyal 
readers. Let's get 
those mail sacks 
emptied and those 
bad tempers put 
away... help has 
arrived BL J 




mam 



G'DAY SPORT 

Dear Brian, 

1) How can I find cheats for infinite time and 
energy on games with my Action Replay cart? If 
I can’t, how does the Tipster find them? What 
hardware/software does he use? 

2) Is it possible to insert your own sprites into 
games and delete the original ones? 

Rob Green, Victoria, Australia 

# Let’s deal with these problems one at a 
time.. 

1 ) You can use the POKEFINDER of your 
Action Replay cart. If the time or energy is a 
value less than 255, follow this procedure. 

i) Start the game 

ii) Press the cart button, enter 
POKEFINDER and type in the value of the 
time/energy as a number. 

Hi) Resume the game, lose some time or 
energy 

iv) Re-enter POKEFINDER, and enter the 
new value of the time/energy. 

v) If everything’s gone to plan, you should 
now have infinite time/energy. 

What the cartridge does is search the 
memory for all locations containing the 


current value (which 
you entered) and the 
locations that 
change it. It also 
keeps a list of the places 
it’s found. When you go 
back a second time, it 
checks that list of locations 
to see if they hold the new 
value. If one does, then it 
alters the instructions to 
stop it decreasing the value 
of time/energy and tells you 
a location in memory to 
change the next time you 
want to cheat. By the way, 
the Tipster gets his POKES 
by getting well-meaning 
readers to do all his work 
for him, before sitting back 
and taking all the credit! 

2) / could tell you, but it’d 
be breaking copyright rules 
(really? — Ed). It seems 
unfair too, after 
programmers and graphic 
artists have sweated blood 
to bring you those 
spirites... 

Brian 



Dear Brian, 

How do I display a screen while a main program 
is being loaded in BASIC? What lines do I need to 
add to the program? I have programs on tape — 
will I need to re-number them? 

AR Hill, Luton, 


This is a common question, so a more 
advanced version of this technique will be 
appearing in machine code in the near future. 

Add the following lines to a BASIC program 
— it will display a message anywhere on 
screen other than the top six lines. 

65000 

PRINT”[HOME]LOAD”CHR$(34)”PROGRAM”CH 
R$(34)”, 1” 


65010 

POKE631 ,1 9: POKE632,1 3 
65020 

POKE631 ,82:POKE632,1 17:PO 
KE633,13 

65030 POKE198,5:END 
After displaying the screen, 
GOTO 65000 will load 
‘program’ from tape to RUN it 
automatically by storing 
characters in the keyboard 
buffer. Clever isn’t it? Make 
sure that PLA Y is pressed 
before you GOTO this routine 
or it won’t work properly. 



Dear Brian, 

1) I have tried formatting Maxwell MD2-D disks with the 
commands printed in Issue Six, but the drive stops after a few 
seconds and flashes its error light. Have they been properly 
formatted? 

2) I cannot save my work from Mini Office 2 onto these disks; it 
just comes up with save failed. Is there something wrong with my 
disk drive? 

3) Where can I get printer ribbons for my MPS 803 dot matrix 
printer? 

Robert Tite, Somewhere 

# Here we go again.... 

1 ) Try entering this command: 

OPEN 15,8,15, “NO DISK,AA”:CLOSE15 

If that doesn’t work, make sure the write protect notch on 
the right-hand side of the disk is open, and you’re inserting the 
disk with this notch on the right. 

2) If the command in Issue 
Six or the one above 
doesn’t work, the disk isn’t 
properly formatted and 
Mini Office 2 cannot save 
to it. If you’re absolutely 
certain something is still 
wrong, I suggest you 
check out the adverts and 
find a repair company. 

3 Contact Omnidale 
Supplies who 
advertise regularly 
in Commodore 
Force; they 
have MPS 
801 and 
803 

ribbons 
available. 

Brian 


You 
never tame 


me 




heh! 
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suitable. For example, Lemmings takes up over 
5000 lines of machine code and would take you 
hours to enter and check. A proper assembler 
(though difficult to get hold of) is essential. You 
could even buy a cross-development system 
from a games company..... 

2) Long enough to shorten your temper, and 
yet short enough to keep you focussed on your 
goal... it just depends who you are, agd how 
much you want to learn. 

3) Ever heard of International Reply Coupon 
or Postage-Paid Envelopes? Ask at your local 
post office. 


Dear Brian, 

1) My dad bought the Power Cartridge — it has 
a monitor. Is this a suitable assembler to write 
games? 

2) How long would you think it would take for a 
14-year-old to learn machine code? 

3) How do you expect overseas readers to 
enclose a self-addressed envelope? Send a 
cheque for 33p (haha)? 

Johnathan Robertson, Victoria, 
Australia 


1) You can use the A (assemble) function of 
the monitor, but to write a game it’s not 


j\ tmm mmm §§§ order: 

MM B hJ| DA TA lines for the split - 

fowl I ■! screen 

I™ mm mm data for the colour 

routine 

DATA for other things (sprites etc.) 

Now, before you READ any DATA, enter a 
line that says RESTORE (not the key!). This will 
tell the computer to point to the first item of 
DATA. 

Now use a FOR NEXT loop to READ in the 
split-screen data, eg: 

FOR T=0 TO amount of data 
READU 

POKE location+T,U 
NEXT 

Repeat this for the colour routine and the 
other DATA, reading in exactly the right amount 
of DATA for each. This should 

cause you no , j / 

further problems — i j/ f 

every time you \ r 

run the program \ W * 


Dear Prof, 

I’ve written to you because I want to solve my 
biggest programming problem ever! I’m making a 
split-screen routine with data lines, and a raster 
colour routine with data lines. 

The problem us that it reads in the wrong DATA 
and gives a DATA error. Please help me! 

I liked that Music Cassette listing in Issue Eight. 
Do you know of a program that would give better 
quality? Would a sound sampler give better 
quality? 

Do you know of any routine to format more 
blocks on disk? 

Kay 'The Ninja' Arnese, Norway. 

# Take a deep breath, open your ears and 
listen carefully..... 

Arrange your DATA lines in the following 


data properly. 

As for sampling, most sound samplers will 
give you a better quality of sound than Music 
Cassette, and if you’re clever you can use the 
samples in your own programs. 

Finally, you’re stuck with 6464 blocks on a 
1541 disk. It’s possible to create more, but the 
disks become difficult to use — it’s not worth 
the bother, if you ask me... 


Don't panic — I'll be bad 
month with more fun and 
informative ways to use 
your Commodore. 

But no hacking into \ V 
mainframes and ^ 

starting global 
thermonoclear war ^jj 

while I'm away, ^ 

please. 

Write to me at: 


jtessor » 

ommodore Force* 
impact Maga» nes ’ 
Ludlow, , 

Shropshire SY8 1 


Dear Prof, 

1) Can I use my C64 and modem to send 
faxes? 

2) How do you display something while 
loading? 

3) Can I convert my C64 to a portable 
computer? 

4) Can you attach a hard disk to the C64? 

Kind regards. 

Filip Norrgard, Vaasa, Finland 

Yes, it’s international month here on 
Brian’s pages... 

In numerical order, the answers are: 

1 ) Maybe a fax machine would be easier? 

2) See the next letter 

3) Possibly, but it would weigh a lot. 

Commodore made a portable C64, known as 
the SX64, complete with disk drive and 5- 
inch colour screen. It sold fairly well (are 
you sure about that, Brian? — Ed), but then 
the novelty wore off and people were left 
with aching arms 

4) Yes, but they’re very expensive. See 
Lloyd’s column in Issue Five for the address 
of a German company who can help.... 

By the way the title of this letter means 
‘ Philately (stamp-collecting) is an interesting 
hobby’ and comes from the post-mark on 
Filip’s letter... YAWN! 







winds down and the 
number of shopping days 
to Christmas reduces, the 
man in the turban is 
back! It's Professor Brian 
Strain with another 
tutorial on the way to 
understanding how 
games are written. 
Having delved deeply 
(oo-er!) into sprites, it's 
time to wrap up that 
topic and proceed onto 
something else... 


SFRIT 


. 


PlDINTEiS 


: 
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W e’ve mentioned the sprite data pointer in 
previous lessons; it tells the computer 
where in memory to look for the numbers 
that make up a sprite. Of course, with eight sprites 
there are eight locations. However, because of the 
VIC chip’s design we can only ‘look’ at 16k of 
memory at a time when we’re dealing with 
graphics. The sprite data pointers are located after 
the screen memory (which can be moved). For 
now, we’ll deal with how to locate your sprite’s data 
when you first turn on (and without hundreds of 
extra POKEs). 

When you first turn on, the VIC chip is ‘looking’ 
at the first 16k of memory from locations 0 to 
16384. Screen memory is at 1024 to 2023 (a total 
of 1 000 bytes) and the character set is the built-in 
one. 

To find the sprite data pointers, take the start of 
screen memory, add 1016 and you’ll find the 
address of the first pointer. 

For example: screen memory is at 1024, sprite 
data pointer 0 (for sprite 0) is at 
1024+1 01 6=location 2040. 

To work out what numbers to put into the data 
pointers, you need to know the address you store 
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the data for a sprite’s image. This is particularly 
important if you’re animating sprites, caused by 
changing the data pointer to show a series of 
images (in the same way as television and films 
are a series of images). Again, here is an example 
of working out where the sprite data is in memory: 

Suppose you have three sprites you wish to 
display, each of them a single ‘frame’. 

The data for the first is stored at 12288, the 
second at 1 2352 and the third at 1 241 6. * 

Sprite 0 needs to be the first sprite in memory, 
so we’ll need to POKE location 2040. 

Sprites are stored as a block of 64 bytes in 
memory (the 64th byte is not displayed), so we can 
use the formula: 

NM=location divided by 64 where NM will be the 
number to POKE into 2040. 

So, we poke 2040, 12288/64 which equals 192. 

As the next two sprites are stored consequently 
in memory, we know the second will be NM=193 
and the third NM=194 (since they are 64 and 128 
bytes onwards respectively, increasing NM by 1 
and 2). 

We could animate 0 by setting a loop like this: 

100 FOR T=192 TO 194 

110 POKE 2040, T 

120 FOR DELAYS TO 100:NEXT DELAY 

130 NEXT T 

1 40 GOTO 1 00 

This would change sprite 0 from the first to the 
second to the third image and repeat that cycle. I’ll 
leave you to work out how to program an animation 
where you go forward and then backward through 
a series of ‘frames’. 

The sprite data locations can only hold a number 
between 0 and 255. This means there are 256 
possible sprite ‘frames’ between locations 0 and 

jl 6384. 

However, 
the 

computer 
uses 
much of 
this area 
to store 
BASIC 
programs 
and 

important 

information (including the screen). I suggest you 
NEVER store sprites below 8192 (a sprite data 
pointer number of 128). Even short BASIC 
programs can go over this, so be careful. 

If you only need one or two sprites at a time, you 
can store them in the CASSETTE BUFFER. This is 
located at locations 828, to 1019, giving room for 4 
sprites (POKE the sprite data pointer with 13, 14, 
15, or 16). But this area will be overwritten if you 
access tape or disk, so don’t use it if you’ll be doing 
any loading or saving. 


zimm u 
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S o far in this series (and if you’re not a 
regular reader, save up for the back 
issues!) I’ve covered sprites that appear in 
front (and occasionally behind and around) the 
background. But there’s been very little 
mention of the background itself. If you’ve 
grasped and understood a lot of the information 
on designing and changing sprites, it will come 
in handy for designing and changing 
CHARACTERS. But first, there are some 
important modes to discuss. Let’s start at the 
beginning with text mode. When you switch on 
your C64/C64C/C128 or 
whatever, you get a message 
written in upper-case 
characters on a 40 column by 
25 row screen. This is text (or 
sometimes called business) 
mode. Using the ROM 
character set is the technical 
term for an area of memory 
that contains the bytes that 
make up all the available 
characters, which includes 
basic graphic symbols. 

The next step is to press 
Commodore and SHIFT. This 
turns your machine into lower 
case mode. Now you have 
less graphics but more 
readable text. If you want to 
stop people switching 
between the 2 modes, you 
can use PRINT CHR$ (8) to 
disable and PRINT CHR$ (9) to enable the 
Commodore and shift keypress. That will stop 
them messing up your display, and is an 
important thing to remember when you define 
your own characters, a task we’ll look at in 
detail in the future. 

Now, if you’ve seen the ROM character set 
you will see that all the characters are fixed at 8 
pixels across by 8 pixels down. Like sprites, we 
have the option of halving the horizontal 
resolution to provide MULTICOLOUR MODE. 
You can even display multicolour and 
monochrome (single-colour) characters on the 
same screen. There are more restrictions than 
with sprites, but more on that next month. 

Oh, and in case you thought that 
Commodore hadn’t provided you with enough 
ways to use characters, you also have 
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10 POKE646,15:PRINTCHR$ (147) 

20 CLR:POKE53281 ,0:POKE53280,0 
30 FORT=1T08:D$(Y)=“000”:CR(Y)=0:NEXT 
40 GOSUB370 

50 F0RI=0T062:P0KE832+I,0=NEXTI 
60 POKE832,255:POKE853,255 
70 FORK=835TO850STEP3:POKEK,1 29: 
NEXTK 

80 POKE2040, 1 3: POKE53287, 1 :POKE53296,1 
90 POKE53269.1 :POKE21 1 ,0:P0KE214,12: 
SYS58732 

100 PRINT“Q:SETPIXEL W:CLEAR PIXEL 
C:CLEAR CHAR” 

110 FORD=1T08:FORI=1T08 
120 POKE1024+(D*40)+I,46:NEXTI, D 
130 FORY=1 TO8:GOSUB340:NEXTY 
140 X=1 :Y=1 


280 IFA$=“C” THEN 10 
290 GOTO200 

300 POKE1 024+(40 A Y)+X,1 60 
310 CR(Y)=CR(Y)OR2(8-X):GOTO340 
320 POKE1 024+(40 A Y)+X,46 
330 CR(Y)=CR(Y) AND (255-(2(8-X))) 

340 D$(Y)=MID$(STR$(CR(Y)), 
2,LEN(STR$(CR(Y)))-1 ) 

350 IFLEN(D$(Y))o3THEN 

D$(Y)=“O”+D$(Y):GOTO350 

360 POKE21 1 ,1 0:POKE21 4,Y:SYS58732: 

PRINTD$(Y):G0T01 50 
370 FORT=1T08:POKE21 1 ,10:POKE214,T: 

SYS58732:PRINTD$ (Y) 

380 NEXTT:RETURN 




150 IFX>8 THEN X=8 
160 IFX<1 THEN X=1 
170 IFY>8 THEN Y=8 
180 1FY<1 THEN Y=1 
1 90 POKE53248,24+(X*8):POKE53249,50 
+(Y*8) 

200 G ETA$: I FA$=“”TH EN200 
210 A=ASC(A$) 

220 IFA=157 THEN X=X-1 :GOTO150 
230 IFA=29 THEN X=X+1 :GOTO150 
240 IFA=145 THEN Y=Y-1 :GOTO150 
250 IFA=17 THEN Y=Y+1 :GOTO150 
260 IFA$=“Q” THEN 300 
270 IFA$=“W” THEN 320 


■ - safe] 
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Yes, it's the time to pack 
away my turban for 
another month. Next 
month I'll delve deeper 
(my favourite phrase 
again) into the mysteries 
of character sets. Beat 
the rush, post early, send 
your suggestions, 
questions or examples of 
your work to: 
TheGamesGuru, 
Commodore Force, 

Impact magazines,Ludlow, 
Shropshire SY8 1 JW 
It just remains for me to 
say those immortal 
words: DON'T DRINK 
AND EAT TOO MUCH, 
YOU'LL FALL ASLEEP! 








I 
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EXTENDED BACKGROUND MODE. This limits 
you to 64 characters, but each can be displayed 
in a different character colour and one of 4 
background colours, which compares with 
multicolour mode’s fixed background colour plus 
two fixed multicolours plus one of eight character 
colours. 

Finally, you can re-define the characters so 
you plot more than one at a time to make up an 
image. For example, you can create a character 
set that’s twice as wide and twice as high as the 
built-in one, so to print a letter ‘A’ you need to 
print four characters in a square. This is the basic 
method you need to create backgrounds for 
games; making up large ‘pieces’ of the 
background from several characters, and 
employing a simple method called ‘blocks’ helps 
save memory and time... 


LET'S GET 

PRAC1 CAL 


ather than spend hours on theory, here’s a 
smart program for you to try out. It’s a simple 
character editor and it allows you to edit an 8 
by 8 block on-screen, and turns it into the DATA 
you’ll need to POKE into memory. I’ll give you the 
program next month to turn the DATA into actual 
characters, but for now I’d like to thank Tony The 
Penguin’ Crowe for sending the original program, 
which I’ve changed slightly to give a better idea of 
what’s happening. The instructions are included in 
the program, so type it in and RUN it, and get 
designing some monochrome characters. 
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Hail ye! Cast down your bloody axe and 
sit beside my fire; oh, excuse the pong 
— that'll be the boiled Ore droppings 
I'm having for tea, help yourself. 
Actually I've been in quite a charitable 
mood all month. Only last week a 
traveller passed this way in search of 
food and shelter and was sent away 
with a flea in his ear — normally he'd 
have got a broadsword through the neck 
to go with it! Come to think of it I've 
not done a decent decapitation in ages. 
Come hither into my cave — I've 
something to show you... no, come 


say ‘bumper’ because a 
whole batch of letters went 
astray recently, then all 
arrived together, so apologies 
in advance for any delay in 
sending out personal replies — 
it has been a particularly hectic 
month here. Anyway, down to 
business... 

Firstly I must mention Damian 
Steele, of Paignton, who has 
sent in, yet again, a whole 
batch of solutions to help out 
other readers. Thanks Damian, 

I appreciate it very much. 

Shona McConnell of Glasgow 
also sent me some solutions and a 
whole list of questions too numerous to list here. Shona tells me she’s been 
meaning to write for ages but never got around to it until now. She also 
mentions that the column is at least five pages too short! In Atalan she can’t 
figure out how to get the plank of wood to bridge the chasm and in Black Knight 
Pt 2 she can’t get rid of the guard on the rope bridge. Well, to sort the chasm 
out you should just DROP WOOD when you’re at the chasm — it should fall in 
the right place. The guard on the rope bridge can be sorted out if you pull the 
young sapling that’s nearby. This should spring back over the bridge and 
should break his neck for you — lots of lovely gory stuff there. 

Paul Mullen also of Glasgow writes to say that he can’t find the lamp in 
Dracula. Well Paul, it is as you fear, in the maze. Not to worry though, it isn’t far 
away. Just go E, S, E, S, to find the cord that you need and then go W to find 


mm j 
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RIVER SOFTWARE, 
2.50 Cassette or Disk. 


n the bleak mid-winter, frosty wind did moan, 
Bash was in his cavern, sitting all alone. 
Suddenly he’d cracked it! Leaned back and 
gave a groan, Barbarians aren’t so stupid, he’d 
written his own poem! 

Why should Barbarians have the reputation for 
being all brawn and no brain? After all, I sit here 
and solve one tricky adventure after another. 

Surely you need some intelligence to do that. Odin 
knows — some of the adventures we get these 
days are difficult enough to tax the brain of even 
the shortest of planks. Speaking of brains, I just 
heard Tony Collins of Guild software, one of the 
main sources of C64 adventures, is going on a six 
month computing course, so his range of PD titles 
and Commodore catalogue, under licence, have 
been temporarily handed over to Jason McKensie 
of Binary Zone PD, until such time as he is able to 
cope with the workload once more. Things aren’t 
quite settled at the moment and I’ve not heard 
directly from either Tony or Jason. Most authors of 
games in The Guild Catalogues have yet to be 
informed of what’s going on and I doubt anything 
will be settled officially until they’ve been contacted. 
Watch this space for further developments. 


rom the prolific pen of Jack Lockerby and Roger Betts comes 
Davy Jones’ Locker. Anyone who played Lifeboat, a previous 
River Adventure, will find the scenario quite familiar. It was 
based on the first few days to follow a shipwreck, and DJL continues 
the story. It’s extremely tongue-in-cheek and, as with Lifeboat, a very 
entertaining and humorous romp. Be warned though; it’s choc full of the 
most excruciating puns and hoary old jokes. For example, early on in the 
game you find yourself afloat in a dinghy. After a while a small squid 
swims up to you. EXAMINE SQUID — it’s not at all well. GET SQUID 
you take the poorly squid. Shortly after this you come across the entrance 
to a cave presided over by a Mermaid. She refuses to allow you to enter 
until you pay her £7. However, don’t waste your time searching for cash, 
there isn’t any. Just GIVE SQUID — the Mermaid takes the squid, ‘Alright’ 
she says, ‘Sick squid will do... you can owe me the other pound!’ I know! 

It is a dreadful groaner — but I loved it! And there’s more — lots more! 

The game’s filled to capacity with all sorts of creatures and people, all 
of whom interact very well. There are also some great features to help 
you out when you get stuck because, although this isn’t a a particularly 
difficult adventure on the whole, you will get stuck — believe me. One 
that’s suitable for both the beginner and adventure veteran alike. 

DJL is expertly written and, as with all River Adventures, bug-free — it’s 
a real joy to play. It’s actually been around for quite some time now, but 
has lost none of its charm — no C64 adventurer should be without this little 
gem in their collection. If it makes old Bash chuckle then it’ll have you in 
hysterics, as well as giving many an enjoyable hour of fun and head 
scratching. 
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*he lamp which, strangely, wasn’t there when you THROUGH WINDOW, N, GET SUIT, WEAR SUIT, another kind reader can come forward with some 

past earlier. Paul also asks ‘Is it better, when GET MEDIKIT, WEAR MEDIKIT. Yes you can feed further, more specific help for this one! 

writing your own adventure to have the instructions the dog - it wants the bone. When you come Dianne Gregory of Blackford writes, ‘I can’t get 

and storyline on paper so the game starts across the door with the wire you should EXAMINE into the cave in Black Knight — I’ve tried ringing 

immediately — as with Corya — or to write the DOOR, REMOVE WIRE, OPEN DOOR. When you the bell, reading the scroll and burning the 

ntroduction within the game like in Golden find the Rigel Uniform you can disguise yourself incense but still can’t get past the evil force. I'm 

EggCup? Paul also asks where on earth he can and save yourself a lot of grief! . also stuck at the chasm and don’t know where to 

get his trusty Commodore repaired or serviced. Anthony Norton of Bridlington, has been stuck use the bible, hammer, chastity belt, mistletoe, 

With the game instructions, I look at it in two ways. on and off for three years trying to complete one of arrow and horseshoe.’ Well, Dianne, the only 

it cuts down on costs to include them within your my favourite ‘Golden Oldies’, called Sorcerer of thing you forgot to do at the cave was to wave the 

game tape/disk but, and it is a big but, those Claymorgue Castle by Scott Adams. Now that’s bible. Once inside you should be carrying the 

naughty pirates would find life a lot more difficult if what I call dedication! He’s unable to get through horseshoe and you’ll soon find out what to do with 

they didn’t have the instructions to go by, as when the Stone Door or get the tin can from the your other items. 

they’re on a separate sheet they rarely get passed battlements. I have to confess it’s years since I Stephen Hawker of Leicester writes to ask 

on. As for getting your computer repaired, I know played this one and cannot think which stone door what he should do after tying the anchor to the 

when mine goes wrong I happen to know a very is causing the problem. I do know that sometimes rope in Atalan . Tying the anchor to the rope 

clever fellow just nearby who’s an absolutely the parser can cause more problems than the creates a crude grappling iron, so go to the base 

wizard at inexpensive repairs — not surprisingly, game itself, so do try PUSH DOOR, PULL DOOR, of the cliff and THROW ANCHOR/ROPE and you 

he IS a wizard, and also very scared of me. If you GO DOOR etc. If you can get me a few more will soon find that the game opens up for you. 

don’t know of anyone like that then I’d suggest you pointers to where exactly the problem is, I’ll try Ruyoul Izzard of Leicester, tells me that he’s 

pop along to your nearest Dixons, Currys or Tandy and help further. To get the can from the stuck in Starcross by Infocom and would like to 

store and ask them for help. They’ve helped me in battlements you should GET BRICK, CAST know how to get the Red Crystal rod from the 

the past in arranging to send computers off for DIZZY DEAN SPELL, THROW BRICK, AT CAN, nesting cage in the Zoo, how to get the Purple 

repair at a reasonable standard charge — pop E, E, GET CAN, OPEN CAN, WITH METAL, crystal rod from the control room and how to open 

along and see what they suggest. LOOK CAN. the bubble hatch. 

The next letter was from a ‘budding Basher’ Caroline Penrith of Hardwicke writes to tell me Throw the Tape Library at the nest and while 

called Richard Canavan of Dublin who seems to that she’s stuck playing part one of that the ratants look at you in terror, grab the red rod 

be getting in a dreadful mess in Rigel’s Revenge. classic/one of a kind adventure, Macbeth by and the tape library. 

Never fear, help is here! What you’re looking for Creative Sparks Now we are REALLY talking Getting the purple crystal rod from the control 

are the nightsights. The Medikit is extremely ‘Golden Oldies’. So old in fact, I can hardly room is a bit more complicated. I assume you’ve 

important. Get it, wear it, and go UP and remember it, as I played this one absolutely ages figured out the red and blue disks are transporter 



Right, that's all we've 
room for this issue. 
There'll be plenty more 
letters next month, as I 
still have a lot to catch 
up with. Keep your 
swords sharp and your 
little brass lanterns 
bright until then. Oh, and 
if you see that Miles 
Guttery, tell him if he 
comes near my 


River Software, 44 
Hyde Place, Aylesham, 
Canterbury, Kent 
CT3 3AL. 


disks? Well the only way you can get out safely 
with the purple rod is to use the transporter disks. 
If you try to get back the way you came in you’ll 
be killed off for violating a sacred shrine. You 
lose one of the transporters though, so do 

remember to use them to get a couple of 

r other rods first, ie the one from the trash 
in the room where the cleaner mouse 
goes, and to get what you need from the 
floating sphere. Only when you’ve collected 
all the rods should you go to the bubble as 
it’s a one way trip. I’ll give you a cryptic tip 
to help with this. A weapon can be found 
that has something hidden inside it. It also 
has a limited amount of ammo. Think of a blast 
of ammo when you are weightless and you’ll 
get the picture. Now you can go bubble 
hopping! 


ago. Caroline can get to the beach but doesn’t 
know what to do next. The only help I can give is 
to say that I remember sailing over to the island of 
Iona (think that was the name) in a sieve with the 
aid of a cat and a severed thumb! Perhaps 


FORCIBLY REMOVE BAR, EXAMINE 
MEDIKIT/BELT, EXAMINE RED 
^ BUTTON (stimulant), EXAMINE 
^ 1 GREEN BUTTON (protein), 

% 1 PRESS RED BUTTON, BEND 
'f \ BAR, REMOVE 
„ \ f MEDIKIT/BELT, THROW ▼ 
|W MEDIKIT THROUGH J 

■ ' f WINDOW, m 

\'-T REMOVE ■ 

m ^ SU THROW \ 
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" The ultimate feature packed utility cartridge ever conceived for the 
CBM 64/128 systems. Press the cartridge “freeze button" and unleash the 
powerful Graphics, Backup and monitor utilities. Fastload a 200 block 
program in under 6 seconds. How have you survived without this?" 

PRICE: £34.95 REF. NO. 6318 


COLLECT! 


It's the year 2254 and 
Earth has been invaded by 
the most ruthless and 
vicious race in the 
universe - THE 
DALEKS. The evil 
Davros is 
attempting to 
destroy the ozone 
layer off the Earth 
^ and, as Dr Who, 






ULTIMATR 

COLLECTION 


you must toil his 
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y y y y* deadly plans. 

Iflf r -P 

y U Price Code 

Tape £6.99 6359 

Disk £10.99 6360 
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The Trojan C64/1 28 light pen can be used as a complete 
replacement for the mouse in many applications. 
Particularly useful in drawing and design, the two button 
pen provides the us£r with a very direct method of control. 
Pack also includes Pen Master art program and a basic 
program to allow users to write their own pen compatible 
software. 


Mo 6327 


PRICE: £26.95 
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We are pleased to announce 
the release ot the Spelling 
Fair C64 cassette. A unique 
and colourful package for 7- 
1 3 yearolds to help master 
basic spelling techniques. 
There are over sixty levels of 
difficulty to suit children of all 
ages and abilities. 
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TROJAN 
PHAZER GUN 

opens a whole 
new phase of 
computer 
entertainment. 


This advanced light phazer presents a 
challenge of skill and accuracy for C64 
users of all ages. 

Price: £22.95 Ref no: 6302 
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With this exclusive offer to 
Commodore Force Readers, 
you can get a 'Huge 
Collection' off 30 assorted 
cassettes for just £30 or an 
'Awesome Collection' off 50 
assorted cassettes for £40. 

wm 


All those who love playing 
adventure games on their 
computer will find this book of 
greta interest. Contents 
include history, development 
of computer adventures 
games, tackling first moves, 
mass and mapping 
techniques, mazes and how 
to master them, solving 
puzzles and choosing 
adventure games. 

Code: 6313 Price: £12.95 





Take your computer gaming skills 


where they’ve never been before 
with this new high tech joystick. 
Advanced pistol grip design and 
sensitive micro-switches enable 
you to master even the most 
difficult games! Let Mindscape 
Powerplayers joystick provide you 
with the ultimate gaming 
experience. 

PRICE: £7.95 CODE: 6362 
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Got loads of great C64 
tapes that, er... won’t load? 
Worry no more, just splash 
out on a Commodore Force 
TURBO DATACORDER and 
wave goodbye to those 
tape trubs! 

PRICE: 25.99 
CODE: 6351 


auiOG 


"-Ordering 
lease co "^^berin< 

aajj-ss 

Sffgssi 

Csssg 

: e Tul e ***** os V 

to our rn fer fa 
If you preie* 


Bundle of 10 Golden 
Oldie Zzap! magazines 
PRICE: £7.50 
CODE: 6335 


Offers subject to availability, 

Overseas orders despatched by Airmail, 

All prices include postage, packing and VAT 

Valid to November 30th 1993. 


Send to: Europress Direct, FREEPOST, Ellesmere Port, 

South Wirral, L65 3EB (no stamp needed if posted in UK) 
Products are normally despatched within 48 Hrs of receipt but 
delivery of certain items could take upto 28 days 


I wish to pay by: 

Cheque/Eurocheque made payable to Europress Direct 


By phone: 051-357 1275 


Name_ 

Address 


Signed 


Postcode 

Daytime telephone number in case of queries 


Don't forget to give your name, 
address and credit card number 


General Enquiries: 051-357 2961 
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This book helps on just about any game you care 
to name on a wide variety of computer formats. 
Covers backdoor codes left by the programmers, 
cheats and tips to get past your opponents, how 

to skip levels, pokes for 
infinate lives, time etc plus 
WSIDfrTSyyH many other options. This is 

the ultimate hint book with 
* In excess of 750 pages, * 
In excess of 1250 games, * 

* I adventures, * More than 

12000 hints, Tips & Pokes. 

COST £14.95 


ZZAP! 64 
BACK ISSUES 


NUMBERS 80 — 90 
WITH TAPE. 
PRICE: £2.50 EACH 


Using a strengthened 
steel rods, this 
handsome binder, 
embossed with the 
COMMODORE FORCE 
logo, will hold 12 issues 
of your favourite 
magazine securly in 
place Back issue Binder 

PRICE £5.95 
REF: 6358. 


FULLY COMPATIBLE WITH 
€64/ 128 HOME COMPUTE If 
8 HIGH DEGREE OF 
SENSITIVITY, ACCURACY 
AND SMOOTHNESS 
■ 280 DPI RESOLUTION ..jA 
B ENLARGED TRIGGER f® 
BUTTONS 

PRICE £16.95 CODE 6319 


Order at any 
time of the 
day or night 


PRODUCT DESCRIPTION 

REFN0/F0RMAT 

PRICE 



















Please add postage as detailed below (UK free of charge) 



POSTAGE:A!l prices include UK postage, packing and VAT. For orders over £10 TOTAI 

please add £5 for Eire/EEC and £10 for overseas unless specified above. 
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games last ish, it’s now your g M|f 

turn. There were one or two 

somewhat controversial entries so, 

compiled from the mountains of || ■; F' k 

surveys you sent in, we’ll have the |f|gK; 

definitive top 1 00 according to you ara" FmJ 

lot. Then, of course, they’ll be all JBf 

the usual waffle, more stunning J 9V T® 

Reel Action, and a large helping of jB S : sSL 

oddness for good measure. 

COMMODORE FORCE #1 3 hits 

the shelves on 18 November, but 

get in early — they’ll be selling 

like hot pyjamas and you 

wouldn’t want to miss out, would you? Of 

course you wouldn’t! Alternatively (and to avoid 

possible disappointment) turn to page nine and see 

how to subscribe to your favourite magazine for a 

whole year. If, however, you don’t have the readies 


another issue finally comes to an 


P hewee 

end. There’s no rest for the wicked, though. 
No sooner do we finish one episode of 
COMMODORE FORCE ,than we’re inundated with 
stuff for the next. There’s more tips to compile, new 
letters to answer and articles by the bucket-load. 
Not that we’re complaining — we thrive on the 
pressure. Unlike those slackers at Nat West (are 
we sure about this — Ed) it certainly is work work 
work for the COMMODORE FORCE gang. 
Sometimes it seems there’s simply not enough 
days in the month — February being a prime 
example, but that aside you can’t really complain 
about the way our year is arranged. January at the 
start, Christmas at the end and a big fat summer in 
between. 

Still, we s’pose you’re now dying to know what 
delights await for our 13th issue — unlucky for you 
if you don’t buy it. Well, after our top 100 C64 


to hand, simply fill in the coupon 
on this page and hand it to your friendly 
newsagent. He’ll then keep a copy safe and cosy 
for you to collect at your leisure. 




■ Right, Mr newsagent, here’s the deal. m 

You put aside a copy of the ever-wonderful mm m 
COMMODORE FORCE each month and I won’t Ml 
tell all my friends to write nasty things about 
you on popular shrubs, okay? 

Please reserve my copy of COMMODORE FORCE □ 
Please deliver COMMODORE FORCE to my house □ 

My name is - - 

My address is. - 


■ Just in case you didn’t know, COMMODORE FORCE is published by 
Impact Magazines (UK) Ltd, and distributed by COMAG. Thanks. 
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Access, Visa and Mastercard 


3D Pool 

3D Snooker 

4 Game Pack No 2(Gun Fighter) Etc 

4 Game Pack No 3 

4 Most Thrilers 

APB 

Aerojet 

Addams Family 

Aliens (U.S. Version) 

A en Storm/Shadow Dancer (Cass) 

American 3D Pool 

Arcade Fruit Machine 

Arcade Fruit Machine (Disk) 

Arcanoid Revenge of Doh 

Amie 

Amie (Disk) 

Arnie 2 

Back To Future 2 & 3 (Disk) 

Bangers & Mash 

Bangkok Knights 

Bart Simpson V Space Mutants 

Batman Caped Crusader 

Batman The Movie 

Beyond The Ice Palace 

Big Trouble In Little China 

Bismark 

Black Hornet 

Bod Squad 

Boulderdash 2 

Bubble Bobble 

Bubble Dizzy 

Bullys Sporting Darts 

CJ In The U.S.A 

Captain Dynamo 

Captain Fizz 

Carnage 

Castle Master 

Championship Wrestling 

Chuckie Egg 1 or 2 

Cisco Heat 

Classix Arcadia 

Classic Arcadia 2 

Classic Arcadia 3 

Colossus Bridge 4 

Colossus Chess 

Continental Circus 

Combat School 

Count Duckula 2 

Crackdown 

Crazy Cars 

Creatures 

Crystal Kingdom Dizzy 

Cyberball 

Dalek Attack 

Daley Thompsons Supertest 

Darkman 

Die Hard 2 

Dizzy Down The Rapids 

Dizzy Panic 

Dizzy Prince of The Yolk Folk 

D J Puff 

Doc Crocs Excellent Adventure 

Double Dragon 

Dr Dooms Revenge 

Dragon Spirit 

Edd the Duck (Disk) 

Edd the Duck 

Elvira (Arcade) 

Emlyn Hughes Int Soccer 

Enduro Racer 

ESWAT 

Exterminator 

FI Tornado 

FI Tornado (Disk) 

FI 5 Strike Eagle 

Fantasy World Dizzy 

Final Fight 

Fireman Sam 

First Samurai (Cass) 

Fist 2 

Fist Fightter 

Flight Pack (deep strike, combat lynx, pilot 

first strike) 

Flimbo's Quest 

Flying Shark 

Football Manager 

Football Manager 2 

Football Manager 2 Expansion Kit (to go with 

Football Manager World Cup Edition 

Footballer of The Year 2 

Fixi School 2 Under 6 

Fixi School 2 6-8 

Fin School 2 8+ 

Fin School 4 7-1 1 (Cass) 

Fin School 4 Under S (DtsK)... 


Garza s Super soccer 

Graham Sotness Int Soccer ... 
G.Souness Soccer Manager 

Gemini Wing 

Gem-X 

Ghostbusters 

Ghostbusters 2 

Ghouls & Ghosts 

Gladiators 

Great Escape 

Hard Drivin 

Head Over Heels 

Hero Quest 

Hook 

Hudson Hawk 

Huxley Pig 

Hypersports 

I.K + 

Indiana Jones/Last Crusade .... 

International 5 A-side 

International Truck Driiving 

International Ninja Rabbits... 

Jack Nicklaus Golf 

Jahangir Khan W.C Squash . 


3.95 

3.95 

3.75 

3.75 

3.75 

3.75 

.......NEW 3.95 

1.99 

4.99 

3.95 

2.99 

3.99 

3.75 

3.95 

3.99 

3.95 

4.99 

3.75 

2.99 

NEW 3.95 

3.75 

3.95 

2.99 

2.99 

3.95 

3.75 

3.75 

2.99 

3.95 

3.95 

3.75 

3.95 

3.75 

3.75 

3.95 

3.95 

3.95 

3.95 

3.75 

.. 3 games 2.99 
...3 games 2.99 

3.75 

3.75 

3.95 

2.99 

2.99 

3.75 

3.75 

2.99 

3.95 

7.99 

2.50 

6.99 

3.75 

3.99 

4.99 

3.95 

3.75 

3.95 

3.95 

3.75 

3.75 

3.75 

3.75 

3.99 

3.75 

3.99 

3.95 

2.99 

3.75 

2.99 

3.75 

3.99 

3.75 

3.95 

3.95 

3.75 

4.99 

2.99 

3.95 




3.75 

3.95 

3.75 

2.99 

2.99 

2.99 

2.99 

3.95 

3.95 

3.95 

3.95 

5.99 

4.50 

3.99 

3.75 

3.95 

3.95 

2.99 

3.99 

2.99 

3.75 

3 95 

3.75 

2.99 

3.75 

3.95 

4.99 

NEW 3.95 

3.95 

2.99 

3.75 

3.95 

3.95 

3.75 

3.75 

3.75 

3.95 

3.75 


Jaws 3.75 

Jockey Wilsons Compendium of Darts 3.75 

Kenny Dalglish Soccer Manager 2.99 

Kentucky Racing 2.99 

Kick Boxing 2.99 

Kick Off2 3.99 


Kwik Snax 

3.75 

Last Battle (Disk Only) 

3.99 

Last Ninja 3 

3.95 

Licence to Kill 

2.99 

Macdonalds Land 

4.99 

Magicland Dizzy 

3.95 

Magic Rufus 

3.75 

Man Utd 

3.95 

Match of the Day 

3.99 

Mega Pack (Starray Etc) 

3.75 

Menace 

3.75 

Mercs 

3.95 

Miami Vice 

2.99 

Microprose Soccer 

3.95 

Microball (Pinball) 

1.99 

Mini Office 

2.99 

Moonwalker 

3.95 

Multimix 4 

4.75 

Murray Mouse Super Cop 

3.75 

Myth 

3.95 

Narc 

3.75 

Narco Police 

3.75 

Navy Moves 

3.75 

Neighbours 

3.75 

New Zealand Story 


Nightbreed 

3.75 

Operation Hormuz 

2.99 

Outrun Europa 

3.95 

Pack of Aces (Boulderdash etc) 

3.75 

Parallax 

3.75 

Pegasus Bridge 

3.95 

Pictionary 

3.95 

Pipe Mania 

3.95 

Pirates 

4.99 

Pit Fighter 

3.75 

Pitfighter (Disc) 

3.99 

Pitfighter/Super Space Invaders (Cass).. 

4.99 

Platoon 

2.99 

Popeye 2 

2.99 

Popeye 3 

3. /b 

Popeye Collection 1 ,2 & 3 

4.50 

Postman Pat 2 

2.99 

Postman Pat 3 

3.95 

Postman Pat Collection 1 , 2 & 3 

4.50 

Popeye & Postman Pat Collections 

..BOTH FOR 6.99 

Powerdrift 

3.75 

Pub Games 

2.99 

Puzznic 

3.75 

Rainbow Islands 

3.95 

Rambo 

2.99 

Reckless Rufus 

3.95 

Red Heat 

3.75 


Rick Dangerous 

Rick Dangerous 2 

Robin Hood Legend Quest. 
Robocod (James Pond 2)... 

Robocop 

Rodland 

Rugby The World Cup (Disk) 


3.95 

3.95 

3.95 

3.99 

3.95 

NEW 3.95 
4.99 


Scramble Spirits 3.75 

Secret Diary of Adrain Mole (Text Adventure) 1.50 

Sergeant Seymoor Robocop 3.95 

Seymoor goes to Holywood 3.95 

Seymoor Stuntman , 3.95 

Shadow Dancer 3.95 

Shadow Warriors 3.75 

Shoot em up Construction Kit 4.95 

Silent Service 3.95 

Skull & Crossbones NEW 3.95 

Sleepwalker (Zeppelin) 3.75 

Slicks 3.95 

Slightly Magic 3.75 

Sly Spy Secret Agent 3.75 

Smash TV 3.99 

Smash 16 6.99 

Soccer 6 3.95 

Soccer Double 3.75 

Soccer Double 2 3.75 

Soccer Double 3 3.75 

Solo Flight 3.95 

Sooty & Sweep 2.99 

Space Gun 3.99 

SpellboundDizzy 3.95 

Sporting Triangles 3.75 

Sports Pack 3.75 

Starpack 3.75 

Stack-Up 3.75 

Stealth Fighter NEW 3.95 

Steg The Slug 3.95 

Street Fighter 3.95 

Strider 2 3.95 

Stunt Car Racer 3.95 

Summercamp 3.95 

Super Cars 3.95 

Super Monaco GP 3.95 

Super Seymoor 3.95 

Superstar Seymoor (seymoor stuntman, 

wild west seymoor etc) 6.99 

Super Space Invaders 3.95 

Supersports Challenge (cue boy, slicks etc) 6.99 

Super Ted 2.99 

SWIV 3.95 

Table Tennis 3.95 

Tag Team Wrestling 3.95 

Terminator 2 3.99 

Test Drive 2 3.95 

The Action Pack 2.99 

The Addicta Pack 2.99 

The Double (Soccer Management) 1.50 

The Hit Pack 2.99 

The Munsters 2.99 

The Power Pack 2.99 

The Real Ghostbusters 2.99 

The Sports Mix (Beach Buggy)Etc 3.75 

Theatre Europe 2.99 


Thomas The Tank Engine 2.99 

ThunderJaws 3.75 

Trap Door 1 & 2 2.99 

Treasure Island Dizzy 3.95 

Trevor Brooking 3.75 

Turbo Esprit Challenge 3.95 

Turbo Out Run 3.95 

Turbo Charge 3.99 

Turbo The Tortoise 3.95 

Turrican 1 or 2 3.95 

Turtles 2 (Cass) 4.99 

Ultimate Golf 4.99 

Vendetta 3.95 

W C Squash 3.75 

Wheels of Fire 5.99 

Who Dares Wins 2 1-99 

Wild West Seymoor 3.95 

Winter Camp 3.75 

Winter Super Sports 92 3.95 

Wizball 3.95 

Wonderboy 3.95 

Wrestling Superstars 3.95 

WWF (Wrestling) NEW 3.95 

X-Out (Disk) 3.99 

C64 CARTRIDGE 

Battle Command 9.99 

Chase HQ 9-99 

Navy Seals 9-99 

Robocop 3 9.99 

Shadow of the Beast 9.99 

Toki 9.99 

AflY TWO FOR 16.99 


Supreme Challenge 

Sentinel, Star Glider, Elite, Ace 2, Tetris 

Cass 5.50 


The Tolkien Trilogy 

The Hobbit, Lord of the Rings, Shaodows of 
Mordor Cass 5.99 


Multimix 1 

Leaderboard, Leaderboard Tornement, World 
Class Leader Board, 

Cass 4.99 


Julian Rignall Top 10 

Dan Dare, Lords Midnight, Driller, Delta, Zoids, 
Caldren 2, Barbarian 2, Guardian 2, Mega 
Apoculypse, Split Personalities, 

Cass 5.50 


Mega Sports 

Over 30 Sporting Events Cass 5.99 


Best Of Elite Vol 2 

Paperboy, Bombjack II, Ghosts & Goblins, 
Battleships Disk 3.99 


The Classic Collection 

Gremlins 2, Colossus Chess, Barbarian 2, World 
Championship Soccer 

Cass 5.99 


Dizzy's Excellent Adventures 

Dizzy Panic, Kwik Snax, Dizzy Down the Rapids, 
Spellbound Dizzy, Dizzy Prince of the Yolkfolk, 
Cass 7.99 


Ginormous Pack 

Red Arrows, Army Moves, Grid iron 2, BMX Ninja, Pro 
Mountain Bike Simulator, Rugby Boss, Combat Zone, 
Everyones A Wally, Soccer Challenge, Soccer Boss, The 
Real Stunt Experts, Run For Gold, Dead or Alive, Turbo 
Bike, Australia Rules Footbali, Gun Boat, Punch & Judy, 
Game Over, Rally Driver, Strike Force Cobra Cass 4.99 


SPECIAL OFFLM 

r BUY ANY TWO GAMES FROM THE LIST BELOW, AND 
CHOOSE FREE!! ANY BUDGET GAME TO THE VALUE 
OF £2.99 FROM ANYWHERE IN THE BUDGETS IE: 
FOOTBALL MANAGER 2 

BUY THREE: CHOOSE ANY BUDGET GAME FREE!! 
IE: HERO QUEST 

BUY FIVE: CHOOSE ANY ONE ITEM IN THE 

ADVERT FREEH IE: DIZZY COLLECTION 
OR BUY ANY GAME LISTED BELOW CHOOSE 
ONE FREE 

BUY ANY TWO LISTED BELOW CHOOSE 
TWO FREE 

PLEASE NOTE: GAMES ARE ALWAYS SUBJECT TO 
AVAILABILITY, ON YOUR FREE GAMES IF 
POSSIBLE PLEASE GIVE A FEW ALTERNATIVES 
WITH YOUR MAIN CHOICE 


Sports 

American 3 D Pool, 5-ASide Football, Fantastic 
Soccer, Ice Hockey, JockeyWilsons Compendium 
of Darts Disk 4.99 


Chart Attack 

Cloud Kindgoms, Supercars, Ghouls N'Ghosts, 
Turbo Challenge, Impossimole Cass 5.99 


TNT 2 ) 

Hydra, Skull & Crossbones, Badlands, Stun Runner, 
Escape Robot Monsters Cass 4,99 


Cartoon Collection 

Dizzy, Slightly Magic, Seymoor Goes To 
Holywood, Spike in Transylvania, C. J. Elephant, 

Cass 7.99 


Ninja Collection 

Double Dragon, Shadow Warriors, Dragon Ninja 

Cass 4.99 


Dizzy Collection 

Dizzy, Fastfood, Fantasy World, Dizzy, Treasure 
Island Dizzy, Magicland Dizzy, Cass 7.99 


The Hits 2 

Creatures, Summer Camp, Snare, Heatseeker, 
Retrograde 

Cass 6.99 


4 Most World Sports 

2.99 

4 Most Balls/Boots/Brians 

2.99 

4 Most Fight & Fright 

2.99 

4 Most Cute 

2.99 

Bankok Knights 

2.99 

Bangers & Mash 

2.99 

Big Trouble In Little China 

2.99 

Bismark 

2.99 

Count Duckula 

2.99 

Count Duckula 2 

2.99 

Classic Arcadia 

2.99 

Calssic Arcadia 2 

2.99 

Fireman Sam 

2.99 

Gameover 

2.99 

Gameover 2 

2.99 

Graham Gooch Match Cricket 

2.99 

Hideous 

2.99 

Huxley Pig 

2.99 

Jaws 

2.99 

Last Ninja 

2.99 

Magic Rufus 

2.99 

Mini Office 

2.99 

Official Father Christmas 

2.99 

Operation Hormuz 

2.99 

Pegasus Bridge 

2.99 

Popeye 

2.99 

Popeye 2 

2.99 

Popeye 3 

2.99 

Postman Pat 

2.99 

Postman Pat 2 

2.99 

Postman Pat 3 

2.99 

Reckless Rufus 

2.99 

Spitfire 40 

2.99 

Sooty & Sweep 

2.99 

Strike Force Harrier 

2.99 

Super Ted 

2.99 

Theatre Europe 

2.99 

The Munsters 

2.99 


2.99 

Zoids 

2.99 


ORDER FORM AND INFORMATION. 

IMMEDIATE DISPATCH ON ALL ORDERS SUBJECT TO AVAILABILITY 
SUBJECT TO AVAILABILITY JUST FILL IN THE COUPON AND SEND IT TO: 

A M M A SOFTWARE 21 SPRINGHILL RUGELEY STAFFORDSHIRE, WS15 1BT 


ITEM 

PRICE 






POSTAGE 

TOTAL 




Name ... 
Address 


Postcode Tel. No 

UK POSTAGE: PLEASE ADD 50P P&P IF TOTAL ORDER UNDER £5.00, OVER £5.00 P&P FREE. CHEQUES/PO'S MADE 
PAYABLE TO AMMA SOFTWARE. EEC COUNTRIES ADD £1 .00 PER ITEM, REST OF THE WORLD £2.50 PER ITEM. ONLY 
EURO CHEQUES (IN STERLING) OR CREDIT CARDS EXCEPTED ON ALL OVER SEAS ORDERS INCLUDING EIRE. 




















MERCHANDISE - LOWEST PRICES!! 


Nintendo* 


SQUARED CIRCLE 


262366 


FREE Nintendo Pin Badge 

(worth £1 .99) with every order over 
£1 0 received before 31-1 0-93 


★ALL GAME 
WATCHES INCLUDE 
A FIVE-FUNCTIONAL 
DIGITAL WATCH* 


SUPER MARIO KART GAME WATCH 
WAS £1 2.99 NOW £8.99+ p&p 3201 1 
Super Mario Kart is now more mobile! Fully playable game, 
including a split-second digital watch to keep track of your 
fastest laps. 

SUPER MARIO WORLD WATCH 

WAS £1 2.99 NOW C8.99+P&P 32009 
Mario and Yoshi travel over seven game worlds to save 
Princess Toadstool from the clutches of the evil Koopa. 
Includes headphones! i 

SUPER MARIO BROS WATCH | \ 

WAS £14.99 NOW £8.99 +P&P 32006 j 
Battle against Bowser to save Mushroom World in this fast 
action, multi-level platform game watch. 

LEGEND OF ZELDA WATCH 

WAS £14.99 NOW E8.99+P&P 32007 

Link travels the underground complex to slay the Dragon. 

Collect weapons to destroy the Menagerie of Meanies. 

TETRIS GAME WATCH 

WAS £14.99 NOW £8.99+p&p 32008 

The ultimate Russian brain-teasing puzzle is now available 
on a watch! Fast reflexes and a clear mind are required to 
complete this game of strategy. 

LEGEND OF ZELDA 3D WATCH 

WAS £5.99 NOW £3.99+p&p 32005 

Flip open the 3D-moulded Zelda figure to reveal a five- 

function LCD digital watch. 


MARIO T-SHIRT 

WAS £6 99 

NOW £3.99 +p&p 31-005 


SUPER MARIO BROS. TALKING 
ALARM CLOCK £16.99+p&p 32002 
“Wake up! It’s time to leave Dreamland!” 
announces Mario. Features 
computer game music, 

4-event digital clock and 
“Snooze” button. 


TIME BOY KEYFOB 
C4.99+p&p 32010 
Novelty miniature 
Game Boy is an LCD 
Watch on a keyring. 


m m 

T-a 








- 


■ ■ 


1% i :c; 


MARIO MADNESS 
T-SHIRT REDUCED FROM £6.99 TO JUST 

£3.99+p&p 31 -009 


MARIO SWEATSHIRT 
WAS £8.99 

NOW ONLY £5.99+p&p 31-001 


SUPER QUALITY T-SHIRTS & SWEATS AVAILABLE 

7-8,9-10, 11-12 & 13-14 yrs. 


SIZES: 


HOW TO ORDER 

For fast service on Credit Card 

Sales call 0908 262366 

9.00am til 5.30pm Monday to 
Friday or send your order by 


Postage & packing 

Goods totalling under £5.00 please add £0.75 
over £5.00 please add £1 .50 
over £1 5.00 please add £2.50 


post to the address below 

Our Squared Circle guarantee means that if you are not completely satisfied with any item you purchase you may 
return your purchase in its original condition within 1 4 days. We will refund your money or exchange me item. N.B. 
Computer games may only be returned if they are faulty. 

CARD NUMBER I I I I I I I I I I I I I I I I I I I I 


EXPIRY DATE 


squareo Cheque or postal order enclosed made payable and sent to: 


ISSUE NUMBER (SWITCH ONLY) 


H SQUARED CIRCLE LTD 

PO BOX 848, 18 VINCENT AVENUE, 
MILTON KEYNES MK8 OHF 


VISA 


MASTERCARD 


ACCESS 


Signature. 


SWITCH 

.Date 


ITEM 

CODE 

SIZE 

PRICE 

TOTAL 


























MR/MRS/MISS T0TAL 

INITIAL SURNAME 

ADDRESS p&p 




TOTAL 

ENCLOSED 



NAME OF RECIPIENT AGE Please tick here if you do not wish to receive 

DELIVERY ADDRESS (IF DIFFERENT FROM ABOVE) other mailings 


SVJ3 VY III l/Q UC^pUIUIUU Will llll 1 *t 

'king days from receipt of order. 
















